























WAR NING: ONLY ^MORE ISSUES LEFT! With your subscriptian about to run out, 
you'd better renew or you're gonna be in serious trouble. Why? Because without all the 


inside info you get from Nintendo Power, you'U find yourself locked in 


the cross hairs of Star Wolf. So get out your pen and stay in the game! 
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We finally have it* Just as Yoshi's 
Story premiered at Space World in 
Japan, we got our hands on it here 
at hlintendo Power, and a handful it 
is^ In this sequel, a gaggle of Yoshis 
explores worlds made of stitches, 
balloons and cardboard cutouts, 
among others Take a first look at 
the fTst game of its kind for the 
N64 beginning on page 10 You'll 
agree, it's all it's cracked up to bel 


Are you ready to rumble? There's rage in the ring 
when the stars of the WCW take on the bad 
boys of file NWOi Learn the moves that will 
earn you the belt-^instead of jUst getting you 
belted Turn to page 18 to learn your lessons. 
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This month, Snowboard Kids hits the N64 slopes, lust in time for the winter 
snows And these kids are ready for action they re sippng, they'ra sliding, 
they're pulling off amazing stunts to rack up big bucks 


Our reporters are back from the Space World 
show in Japan, and they've brought with them 
the latest and greatest news tohit the N64 
News about Zelda An exclusive interview with 
Mr Miyamoto Much more' Turn to page 34 
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Wessty Diu • Orfando, Fionda 
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Welcome to 19981 The new year promises to bring great new games 
to the N64 including Yoshi’s Story, Banjo-Kazooie and Zelda 84. The 
new year also brings new changes to Nintendo Power, and we*d love 
to hear what you think of our redesigned magi 
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Bed • TucsoriArfzona 


T,he outfit wu ongmally 
mt^nde(^ bt place that 
would ^’tocked with heavy 


instruction booklet’for the 
iOOth time and I noticedi 


'andzum • 


Here goes . 

Top ten other uses for the 
Bebo'% Kick Came Pak 
10 Hockey puck 
9 Ice scraper 
\ 6^^.awn dart caddy 
Jk.Really uncomfortab/e 
^^^on for Barbie 
6%ftty htier sifter 
5 %>aster slot romp<?n/ 


Stinkersl 

Tm writing in response to Marc 
Hansen's letter In Volume 102 
He's all ticked off because of 
the 10 horrible games you 
bashed in the 100th issue's 
Worst Games of All Time list If 
a game truly stinks; it deserves* 
that kind of recognition It put 
a smile on my face to see some 
humorous criticism instead of 
all the praise that games usual¬ 
ly get nowadays^ Right now, 
most games are really' cool^- 
but, let's face it, there are some 
that just don't measure up. 

Steve Hobbs 
St Louis, MO 


5 itoaster slot romp<?n/dh 
4 As a prank, wrap iiy 
'tm foil, then traded for 
friend's lun^ by 
your "di^iciQUs 
slabf 
helpof 

(but ^1 stinky in 
special way)' 
whoopee cusbron 
1 PlayStation mallet 


Can’t Get There from Here 

In* GoldenEyc 007/ 1 once 
went to the docks on the Dam 
level and armed my sniper 
rifle to look at the distant 
mountains. Across the water I 
saw**a guard*-towef and a 
white building] Is it possible 
to gel there? I zoomed in on 
the highest magnification and 
was able to see the buildings. 
Is It a hidden area? 

- 1 Psul Franz 

via the Internet 


artillery that Bond would be 
able to reach by boat The 
progr«?mmers at Rare eventu- 
ally decided that the area 
wasn't necessary, so they 
scrapped the boat idea but 
left the outpost in the game 
since they had already pity 
grammed it into the area 
Though there's no way of 


reaching the island resort, 


' / 

•you can sVlI^teracl-wuh^ii/ 
If you've earned Pamtball 
Mode, activate it, then try{ 
splashing some color on the 
buildings by shooting at them 
with y^ur sniper 

And Along Came a Spyder 


1 think GoldenEye 007 is the 
best N64 gime Thp chal¬ 
lenges are endless an^ the fun 
and replay value are ^roat. But 
siHnething has beer> bugging 
me I was flipping thfough the 


Bebe Biues 

It was funny to see Bebe's 
Kids as one of the Top 10 
Worst Games of All Time. No 
kidding I i played that game 
once and couldn't stand it. I 
wasn't even able to gel past 
the first level Okay, now I 
want a list of the top 10 things 
that I can do to get some use 
out of that useless game 

Melissa Taylor 
Via the Internet 


Oj 


something, there is a gun 
called the Spyder, but I haveX 
never seen it in the game If it 
exisG, where can I find it< a 

Fadi Bayaa I 
Via the Mfemef 
Tljfi Spyder stiff exists, 

Rare changed the guj 
' mme afler^the instruction 
' manuat fiad already been 
pratpd. The gun is now 
^0i6wn as the Klobb, named 
of N.intaadQX^mm^ 


Development and 
Evaluation Manager, Ken 
Lobb Better luck next time, 
Mr Spyder. Maybe some- 


gun after you. 


Shaken and Stirred 

First of all, Roger Moore is 
not cheesy. Second of all, 
GoldenEye 007 is great* The 
play control and story are 
cool and the game is faithful 
to the United Artists'" movie 
The character! look real and 
not polygonal Bond stands 
right up there with other N64 
heroes such as'Mario, Dash 
Rondar and Fok McCloud 
My praise goes out to 007, 
Natalya, Trevelyan, Xenia 
and the others from 
GoldenEye 007. 

Joe West 
Via Ae Internet 


If GoldenEye 007 gets any 
awards they should be for 
"Most Overrated Game of the 
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Lowell Silverman • Rockville, Maryland 


GoldenEye, which falls very 
short of achieving realism. I 
think that all of the characters 
arc flat (in every sense of the 
word) and that many of the 
stages were poorly planned 
The game's story, like 99% of 
other movie-based games, is 
weak As if these are not rea¬ 
sons enough to have terminated 
the game in its infancy, the fact 
that the content of the garwfS' 

s 

too mature' fgr the majority of 
Nintendo's audience alone 
should have kept GoldenEye 
from being released 

ffyan Stamey 
Af/a/rfa^ CA 

Finally, a game on the N64 
^at is more adult-oriented 
than Mario or even Star Fox 
GoldenEye actually has more 
advanced missions and 


objectives than 
just running and 
jumping on mon¬ 
sters' heads Is this 
the N64? The rea¬ 
son I ask IS 
because of the 
severe lack of 
more adult games 
on a system that 
has the potential 
to bring action 
games to a whole 
new level. Other 
than GoldenEye 007, 
the only more adult 
titles have been 
Turok and Blast 
Corps (the games 
actually required 
some thinking) 

Pet^r Anderson 
Wa the Internet 


I VNDMASTER 


I think that GoldenEye is the 
best game for the Nintendo 
64 so far. The graphics are 
unmatched by any game on 
the market today The charac¬ 
ters' movements and reac¬ 
tions to being hit are like real 
life (for example, if you hit 
someone in the leg, your vic¬ 
tim will grab his leg in pain) 
The only thing the game lacks 
IS voices However, if given 


the choice between captions 
and the annoying repetitive 
sayings heard in Star Fox 64, 
I'd choose captions 

/oe Hofmann 
Via the Internet 

Old, But Legendary 

I was shocked when I read 
Trevor Laishley's letter in 
Volume 101 What's wrong 
with putting old characters in 
new games?! Using old char¬ 
acters IS a way of remember¬ 
ing them Most of Nintendo's 
older characters are also pop¬ 
ular characters, which makes 
them video game legends 
And legends should never 
be forgotten’ 

Co//n Cypret 
Batavia, IL 


MNTENOtH 


IPOIVER 


M. Arakawa 


Bat! IVdtsn 


KtamhSo Tme^xaiku 


Willw/ B Mli i 

Seatt Rdiund 



Arrc/ Munsxm 
Shinatia 

CanMutme Wrn«ft 
Ane^aw Grear 
lam Wharton 



f Jmff 
Hawarxl Lincoln 
Patar Main 
Dan Owsan 
Phil Ra^ara 


Amy Sayiar 


Mayumi Caiman 
Machika 


Jay wyrgin 

Onign Lama 

Mm Lagan 


Jim Catach! 
Tim Garrat 
Mark Johnson 
Cixal Waiter 


Jaasia Brawn 
Oavid Kadxiaier^ 
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GAME BOY TOP 5 SUPER NES TOP 10 NINTENDO 64 TOP 10 


nm « 


The new year brings new games to the charts^ marking the debuts % some grid* 
iron heroes, Bay City rollers, post-apocalyptic combat cydes, a tiiortSused pyroma* 
niac, and a couple of Kongs on their third Game Boy outing. And don't forget those 
old acquaintances who, after a year or noore, are still managing to stay in the charts! 
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STAR fOX 



It's no top secret that James Bond is 
numUr one Meanwhil i, thft bottom 
half of the charts is shaking and stir- 
nng with the debuts of NFL 
Quarterback Club '93, SF Rush, 
Extrem^-G ')ndBomt irmanB , 
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With Zelda 64 coming soon, fnns 
are showing even more support for 
Hyrule'shero Gamers are also rallY- 
me behind SMW 2 and Yoshi whose 
“Story" will be coming very soon to 
an N64 near you 


DONKEY KONG COUNTRY 3 

DixiiKOHG's Domi nouut 




SURER MARIO LAND 2 

i GOIDIN COINS 



DONKEY KONG LAND 3 


Look out. Link, here comes a triple 
threat from the Kong clan' Making a 
strong debut at number 3, DKL 3 
leads the other two DKL games 
toward Super Mario Land 2 and 
Link's Awakening 



1 THE LEGEND OF ZELDA: 
ims AWAKiNme 

2 SUPER MARID LAND 2: 

6 eOlDlN COINS 

3 OONKEY KONG LAND 3 

4 0DNKEYKDNGIAN02 

5 DONKEY KONG LAND 

2. NINTENDD 64 DISK DRIVE 

3. DIDDY KDNG RACING (N64} 
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NINTENDO 
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NINTENDO 

NINTENDO 
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4. GOLDENEYE DP/(N64) 
rYOSNI'S STORY (N64) 

'67sUPER IVIARIoVpG 2 N64 ) 

7. SUPBt MARIO 64 2 (N6 4) 

8. EARTHBDUND 64 (N64} 

9. SAN FRANOSCO RUSH: EXTREME RA CING (N64) 
ID. NFL DUARTERBACK CLUB '98 (N64} 
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J GOLDENEYE 007 

NINTENDO 
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2 DIDDY KONG RACING 

NINTENDO 

2 
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3 STAR FOX 64 

NINTENDO 

3 

8 

4 SUPER MARIO 64 

NINTENDO 

> 

5 

16 

5 MARIO KART 64 

NINTENDO 

4 

13 

6 NFL QUARTERBACK CLUB '98 

ACCLAIM 


1 

7 TUROK: DINOSAUR HUNTER 

ACCLAIM 

7 

1 

16 

f SAN FRANCISCO RUSH: 

aTKiMCAAcme 

MIDWAY 


I 

9 EXTREME-G 

ACCLAIM 
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10 BOMBERMAN64 
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3 DONKEY KONG COUNTRY 3: 
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NINTENDO 
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4 FINAL FANTASY III 
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5 OONKEY KONG COUNTRY 

NINTENDO 
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NINTENDO 

y 

7 

33 
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SQUARE 

ID 
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LETTERS, CONTINUED... 




Who better to win the FIFA Soccer 64 Player's Poll Contest 
than a soccer player? Nathan Liles, who plays as a right back 
for his team in Oklahoma City, scored the grand prize in 
Volume 96's contest. Not only did Nathan win FIFA Soccer 
64 {where he can practice his fancy footwork on the digitized 
playfield), but he also won a trip to Mexico City to cheer on 
the U.S Men's National Team ils matchup against Mexico 
Though the big game ended in a tie, the U.S team was nev¬ 
ertheless victorious since it was the first time in 18 games that 
the U S didn't finish behind Mexico on its home field Way 

to cheer them on, Nathan ^ 


Nathan Lilas poses in front of the 
Aztec Pyramids and then kicks 
around with the U S Men's National 
Team Captaia Jofm Harkes 


I agree with Trevor La ish ley's 
letter stating that a lot of the 
N64 games aren't as original as 
one might have expected But 
there are exceptions, such as 
Blast Corps Also, in issue 101, 
there are almost 30 new and 
original titles that will be 
released by spring So to all who 
doubt the N64, be patient-it's 

s 

just gathering up speed At full 
speed, the only Complaints will 
be from the competition! 

John Orth 
Via the Internet 

Tlie Need for Speed 

My brother and I^ughtarvN64 
in August We want to get a rac^* 
ing g|me, but our parents told uiT 
w^ are able to;get only one. We 

V I 

^ther want Ektrerrie-C or’ Sao 
Francisco Rush, We‘ve been on 
the Internet getting informSition 
on both games, but we wanted 
to knoU^^from the,'pros. Which Rush are two very different 


garr^e should we gel? * 
y/f Chris & Derek Ctrard 

LaSalle, Ontario 
It ^11 depends on whM sort of 
ang you hkc^^ifi^u\p 
ok mg for breakneck spe&rf 
nd multiplayer battle mod^, 
then Extreme-C will get you\ 
motor runn/ng The best^€^ 
tures of Acclaim's gai^e are 
Its four-player como^tlons, 
high vclocity^comqat cycles,' 
dc^'Skating arsenal of 
weapons strewn aboi^t the 
ight dTfftrehi arettas and 
roUiF caster tracks. On the 
other hand, if you're into 
higii^ffying stunt driving and 

arcade aeffon, then you'll 

✓ 

want to buckle up with San 
Francisco Rush Midway's 2- 
player racer will not only test 
your lead foot with its 24- 
race circuit of tight turns and 
vertical hills, but it will also 
test your exploration skills 
with the tracks' hidden short¬ 
cuts and 45 keys that access 
secret cars Extreme-C and Sf 


my way'" when you honk the 
horn And the red car is the car 
from Starsky and Hutch Are 
any of the other cars based on 
famous ones? 

Michael Patronik 
Via the Internet 
We're not posrtrve, but we 
think the nuclear transport is 
supposed to be a. rea//y, 
really explosive Oscar 
Meyer Wienermobile 
really explosive Oscar 
Meyer Wrenermobr/e 


Background Art Mark ^tliams • Mississauga, Ontario 


,g^mes,^and the way we see n, 

, Chris and fpenek, ts that you 
can convince your parents 
ffiat the two pfyou deserve 
both games*7usf keep these 
two wordy rn m/nd "brown"' 
and "npsei " 

Wtiat?No Knigtit Rider??? 

I just wanted to point out a cou¬ 
ple of things that my cousin and 
I noticed about Blast Corps. The 
American Dream muscle car is 
actually the General Lee from 
The Dukes of Hazzard {with a 
more politically correct paint 
job) because it plays Dixie on 
the horn. The black van is actu¬ 
ally the van from The A-Team 
because Mr. T yells, "Get out of 

Wfti Bowr mms 

January is the time for fresh starts, and this new year we’ve resolved 
to make a few changes to the magazine. Should more renovations be 
In store for 1998? Write us and let us know what other changes you 
think we should add to our list of new year’s resolutions. 
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PHDIVE DIRECTORY 
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SUQJCmPTlOH 
SYSTEM SETU 
AND REPAIR 
1 - 800 - 255-3700 



(1-800-422>4281 TDD) 

8 i.in-9 p m. Ptcif ic Ihnt, ^ 
Monday-Stttrdey 
m-7 pnkStnday 
French- end Speniah-speakinp 
repraaantativea are evaUaMe 


TALK TO 
A GAME 

COUNSELOR 


1 - 900 - 288-0707 

ILS. $150 per mioate 

1 - 900 - 451-4400 

Canada S2.0Q par mimrta 


(1-425-883-9714 TDD) 

8 ajn p m Pacific tima, 
Monriay-Satardey 
Sam*? p.m Sunday 
Callare andar nge 18 need ta abtein 
parental pannisuon to call 



1 - 425 - 885-7529 

Prerecorded Game Tips 
and Future Product 
Information 

Newa aboat recent releases and upcoming 
games for ail Nintendo ayatema Call for 
help 00 Diddy Kong Racing, Sombarman 84, 
Clayfightar 63 V3.GQldan£ya 0Q7. Star Fax 
64, Nexen, War Gods, Super Mario 14, Glaat 
Corpa, Tarok: Omosaar Hants r, 0 006114, 
Killer inatfnet Gold, Star Vkfere. ShademAf 
the Empire. PllotWinga 84 end MarM 
IGimbnt Trilogy for the Nintendo 64. TbareV 
also help far any Sapar Maria garni for the 
Sapar NES and NES, Donkey Kang Und^ OKI 
2. DKL 3 far the Gama Boy. any 2aMa fana. 
Donkey Kong Country 1,2, and % Miaeidaf 
Makere, Harvest Moon, Lost Vlkingkl 
EarthBosnd, llluaian af Gaia, Lufia II, 
Metrcid. Secret of Evermore, Chrom 
Trigger, Rnel Fantasy III, Sapar NlarfaRPli. 
Breath af Fire I end 11, Killer Instinct, Street 
Fighter Alpha 2, Mortal Kombat II, Mortal 
Kombot 3 and Ultimata Kombat 3. This osll 
may ha long drstence, ao ba sure to gat par* 
miseion from whoever paya Iha phone bin 
bafera yoacall 
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First things first: YoshKs Story doesn't featui^i^ crying \^y Mario to ntake you 
wish the island had a day care center. Baby Bow^, however, does make an af^ear- 
^ ancc. In this tale, the Baby Koopa steals the Super Happy Tree from the Yoshis and 
transforms their cheery island into a [Ncture book. With the tree uprooted, all of the Yoshis 
become unhappy, save for six baby Yoshis. The green, blue, red, yellow, pink, and purple baby 
Yoshb all hatched after Baby Bowser had toddled onto the scene, so they had never even seen 
the Super Happy Tree. They have, however, seen how unhappy die other Yoshis are without the 
tree. With their youdiful outlook strengthening them, the ba^ Yoshb set forth to retrieve the 
tree and restore order to the land so that all Yo^is, young and old, can live happily ever after. 

Though the game is still in the works, we've managed to mag a copy of an early Japanese ver* 
skm of Yoshi's Story. The screen shots may show Japanese tex^ and the island's overall look may 
change slightly by the game's March rdease d«ite, but after playing Yoshi's Story, we frHind it to 
be a gtune that's just too hard to keep under wraps. And so die story begins..**' 
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Baby Koopa has condensed the entire i^nd into a book of sh worlds 
containing four levels apiece. Each world has its own contents page that unfolds 
on the screen like a pop-up book, complete with the selectable levels leaping off 
the page. Bookmaking materials, including new^aper, wood tileS; embroidered 
denim, quilted patchworic, coriugatcd cardboard, and even balloons make up 
the trees, hills, sky and other parts of a levels unique landscape. And even more 
bookishly, when you've reached the end of a particular area, the scene will curl 
up and flip the screen just like the turning of a page. 






I'/. B? W WIIAT! 

In between 2-D and 3-D is ’2'/rD’* In ftshi's 
Story, game play is strictly 2-D, but the 
vividly illustrated backgrounds (such as the 
intricate needlework on Stitch Worlds blue 
jean skies) are so lavishly rendered that you 
want to reach out and touch your screen 


orr THE MESSES 

With Its trusty tram of egg projectiles trailing 
behind, Yoshi will journey through worlds 
with different themes Underground, where 
the theme is 
newspaper, 
waterfal Is 
threaten to 
flush Voshi 
into yester¬ 
day’s headlines 


MMSOL YOSHI 


The baby Vbshis can't morph into 
tanks Of trams, but they wiil stumble 
across items that can help them get 
around With the umbrella, \bshi can 
float on air, rather than free-fall 


MINI CAMIS 

While the mam story offers diverse game 
pley, the mini games will add even more 
variety by challenging proficient players 
with some bonus diversions The extra 
contests will test a yoshfs physical abili¬ 
ties m events such as racing, long jump¬ 
ing, or catching and balancing blocks If 
you win, Lakitu will reward you with hap¬ 
piness* boosting melons. 
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^ The movements and graphics in Yoshi's Story arc so rich 
^ and life-like that as you play, the Yoshis actually seem to be alive and 
^ existing in a storybook world. With its seamless animation, Yoshi's 
Story presents a new and improved array of Yoshi abilities. In addition 
to his old standby, the ground pound, Yoshi can now slurp in eight 
• directions arul express emotions! 


Unlike the older Vbshis, these babies don't need to 
morph into subs to navigate underwater Swimming is 
second nature to a baby Vbshi 


Baby Yoshts, like their elders, battle by pitching 
eggs at their enemias Yoshis can carry a maxr 
mum of SIX eggs at one time, but if they find a 
heart icon, they briefly gan unlimited eggs and a 
longer tongun 


^jjeufip POUWP ; 


To squish obstacles or knock over enemies, 
pound the ground. As in Yoshi's island: Super 
Mario World 2, Yoshis can dive-bomb to the 
ground to make the earth move under their feet. 

The big difference in 
1 Yoshi's Story is not only 

L does it look more 

but you can also feel 
the seismic impact with 


By tapping the A Button, i 
you can make Yoshi " 
jump. But to really get a 
lift, hold the A Button and 
Yoshi will run while in 
midair in order to soar to 
even greater heights. 
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Fmits make Yoshis happy and happiness is the key to the Yoshis' survival. 
And not just any fmit will put a smile on their faces. Yoshis like to color<oordinatc 
their diets, so Yellow Yoshi prefers yellow bananas, while Red Yoshi prefers red apples. 
When a Yoshi eats its favorite fruit, the gamers flower meter will sprout more happy 
petals than usual. However, if Yoshis eat fruit they dislike or are hurt by on enemy, 
their happiness meter will sadly shed a few petals. 


A rainbow assortment of Yoshis stand 
by to save their island Nbu'll have to 
adjust your strategy depending on 
which Yoshi you choose, since each 
has Its favorite food The more things 
you slurp up that are the same color as 
your Yoshi, the happier it will be And 
when ^shis are really happy (and they 

_ know It) they’ll be able 

to throw more eggs 
and lash out their 
/ tongue farther 


Mystery boxes can unlock sccruts or 
produce fruit if Yoshi pushes them 
to a particular spot. Sometimes, 
Yoshi will need to push items and 
rearrange them in order to solve a 
puzzle or reach another area. 


Not all fruits are visible, but to a Yoshi, 
they're definitely smellable. By pressing the R 
Button, players can make toshi sniff out hid¬ 
den fruits. Pay attention to your Yoshi's 
expression while it's taking a whiff, because if 
it catches wind of some happy-making fruit 
the look on Yoshi's face will let you know. 
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Before you enter a stage, you 
must play "fruit roulette" to ran 
domly select the lucky fruit for 
the area In this particular round, 

bananas will be 
K worth extra 
ipointsand 

I ^ \ Ipetals 


«10TTINe THE ADVENTURE 


Like Star Fox M, Yoshi's Story will branch to different stages depending 
• on how you've gone about completing the previous stage. Six worlds make up 
Yoshi's Story, and each contains four stages. Once you've collected 30 fruits, you'll 
.. move on to the next world, but if you want a high score, you'll want to snatch up 
as many enemies, coins, hearts, melons and hidden fruits as you can. 
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Six Items will earn you points and, when you com¬ 
plete a stage, they II be tallied to calculate your 
score for that world 

UNrOLDINC THE STORY 

A player can journey through only one stage per world, so any given game will be 
a maximum of six stages. Which stage is available for exploration will depend on 
the number of hidden hearts Yoshi can capture. Three hearts are hidden in each 
stage, and if you can't find a heart upon completing a stage in World 1, youll only 
be able to enter the next world's easiest stage, 2-1 (the higher the number of the 
stage, the higher the difficulty level, so stage 2-4 is World 2's toughest area). To 
have stage 2-2 or 2-1 to choose from, you'll have to track down at least one heart 
Two hearts will buy you entry into stages 2-3, 2-2 or 2-1, while finding all three 
hearts will allow you to choose from any of World 2's stiiges. 


Melons are the most powerful 
and valuable fruits on the island 
To get the highest score possible, 
youll have to use Green \bshi, 
since melons are the emerald 
dino^ favorite fruit 


• • • 

H\HTEHD0 POWER 
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^ The Yoshis' jourix.*y to Baby Bowser's castle will take them through a total of 24 
different stages, but since you can venture through only a total of 6 per game, there 
will be tons of possible ways that you can delve into the story. 


HA#* e The first chapter 
mXXl offtshi'sStory 

has the dinosaurs scrambling 
through cardboord and needle- 
point worlds and floating on 
propeller-powered saucers. 



Storys second world Beneath 
the surface, \toshi unearths fos¬ 
sils, Blarggs and gelatinous ooze 


9 In the third world, 
a the )foshis frolic 
through oven more fancy-pants 
stages This time around, they'll 
enter worlds of spring-action and 
pillowy snowscapes 


So who's the king of the jungle^ %shi 
IS, if it^ determined by how fond you 
ere of fruit end how well you can 
scurry along inf I ataUe platforms. 


C *^he ocean floor is 
’ cardboard and the 
sea 1 $ embroidered Pirate ships, 
eels and jellyfish attempt to 
deep-sixedinosaur Jacques 
A Cousteau was sooo wrong. 


a The most fnghton- 
I'AvB O ing chapter IS tta 
final one where Bowser shous of 
horrors, complete wrth psycho 
knives, buzz sows and ghosts, 
attemots to close the Book on 
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Alongside some all-new enemies, old baddies 
including Blarggs, Bob-ombs, Boo Buddies and Shy Guys 
are terrorizing the island. Other familiar foes will sport 
slightly different looks since, in this story, they're much 
younger and smdier than those we're used to. (To per¬ 
fectly match the pint-sized characters, munchkin style 
music i la Oz's Lollipop Kids serves as background tunes.) 


Bowser's just a wee tot in this sequel, but hels still 
a big bully In Ysshi's Story, the Baby Koopa plots his 
revenge on all Ysshis by transforming their island 
into a picture book 


There are two kinds of enemies those \bshi can 
eat and those ^shi can egg The balloon bully's 
too big to lick, but an egg will burst Ns bubble 


Fierce fossils and other foes assault 
Yoshi, and not every one is 
^ appetizing Some change 
color and if Yoshi eats the 
^ virrong colored baddie, your 


dino will get indigestion 


Still haunting the Vbshis, the Boo Buddies bust back onto the scene Also 
breezing in are Blindfold Boos who respond to sound and zero in on any* 
thing that makes noise. 


^ NINTENDO POWER 
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The loyal canino is back, and 
he'll help you hunt down f mit if 
you take him for a walk Once 
the dog is unchained, Poochy 
will sniff out fruits and lead 
Yoshi to them When Yoshi 
gobbles up 30 fruits, you can 
move on to the next level 


Mr Warp serves as a bookmark in 
YDshi's Story The roly-poly check¬ 
point IS always sleeping when you 

first encounter 
him, but if you 
make Yoshi hop on 
him, he'll awaken 
jM and allow you to 

WcU’p to another 
area or he'll let 
you retry a level 
starting from his 
resting spot. 


Friendly dragons slither high 
through the air or in lava, and 
Yoshi can hitch a ride on their 
backs to safety 


Like Yoshis^ Shy Guys come in colors. By 
licking up a Shy Guy that matches the color 
of your Yoshi, you'll earn extra points. But 
don't ivorry if a Shy Guy's color isn't a 
match-just pound the ground and the 
shockwave will magically change the Shy 
Guy's hue. 


If you read between the lines, you'll realize Yoshi's Story h about babies, but not 
for babies. With 24 levels of varyfn^ and challenging game play, mkihgames, 
and stunning graphics, Yoshi's Story will rewrite the book on next generation 
games to dectare that 3-0 Isn't the only wave of the Aifure. This March, the 
2 'A-D wave begins when the Yoshis tell tbe/r story. 
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Even if you're not^?^T55fffng f^*anyone who likes action or tour¬ 
ney fighting games siwuld give WCW Vs NWO V\forld Tour a try 
In fact WCW offers more gut-level excitement and 
head-butting realism 
than most tourney fight¬ 
ers could ever hope to 
have. (That comment 
may draw smirks from 
some, but just watch 
"Hollywood" Hulk 
Hogan pull a Clothesline 
on an opponent and 
you'll know what we 
mean) Granted, most 
tourney fighters are 
meant to be wild fan¬ 
tasies, but if It's thrills 
you want RJC Flair's 
Figure Four Leg Lock 
makes us groan in sym¬ 
pathetic pain in a way 
no 20-hit combo cani 


Still not convinced? Then how 
about 43 top pro wrestlers from four 
different leagues. All the big 
stars from the WCW (World 
Championship Wrestling), NWO 
(New World Order), DOA (Dead or 
Alive) and Independent Union orga¬ 
nizations are here, each with his 
own repertoire of attacks, locks and 
signature moves. No cheap fireballs 
or fantasy juggle moves here—just 
good, old-fashioned suplexes, slams 
and choke holds for the best m 
mat-slapping excitomentl 


WCW IS also Rumble Pak and 
Controller Pak compatible The 
"hot swap" option allows you to 
use the Rumble Pak during your 
bouts and then switch to the 
Controller Pak to save your 
progress between matches or after a 
championship win. 
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If you havi more mayhem on your mind, the 
try the two'on'two Tag Team match Up to 
four players can perticipate, with the com* 
puter guiding any wrestler that s notheing 
controlled by a human To call fora tag, |ust 
press the top C Button. 


A HerKhcap match pits one wresiiei ^tgeinst a 
tag team Up to three players can play, with 
the computer guiding any wrestler tKit^not 
be:ng oontrolled by a human This mode can 
help rookies get the feel for things or give 
veterans a new challenge 


The Battle Royal is a frenzied free*for*all 
with four human* and/or computer*controlled 
combatants in the ring at once To switch ^ 
your attention from one wrestler to another,* 
press right C Four wrestlers will enter, but 
only one will leavei * 
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Up to rour players can participate in a whopping five modes of play, and 
there's a host of options, including three difficulty levels, Spirit Meter (the bet¬ 
ter your spirits, the more powerful your moves will be). Realism (injuries) and 
more. There's even a Lumberjack option, which allows a tag teammate to 
throw you back into the ring so you won't be counted outi 


WCW NWO 


The ultimate grudge 
matciV This one- or 
two-player mode pits the big guns of 
the WCW against the renegades of the 
NWO in a single-elimination tourna¬ 
ment You can select up to five 
wrestlers from each league and set the 
order for the tournament. If your cur¬ 
rent wrestler wins, he'll move on to the 
next match If he loses, the next wrestler 
in line will take over Defeat all of your 
opponents to take home bragging rights 
and the championship belt 


In the one*player rnodu, you can cnoosu 
either the WC W or the NWO ^u can 
choose fewer than five wrestlers, but Keep 
in mind that even if a wrestler wins, he'll 
start the next match with whatever injuries 
he sustained in the previous one 


In two'pieyei mode. Player 1 is always the 
WCWandPlayer2isalwaystheNVTO Once 
again, you can choose anywhere from one to 
five wrestlers but choose wisely -even the 
Giant or Lex Luger might have shard time 
wading through five opponents 


SINGLE 


Play asinde match against the computer oi 
another oTaver As in other modes, vou'll be 


Exhibition mode throws you into the "squared 
circle" for a single, winner-take-all match You can 
choose any wrestlers you wish and play out all your "dream" 
matchups. The action won't be limited to one-on-one bouts, either 
With Tag Team, Handicap and Battle Royal options, up to four play- 
ere can join the mayhem. Will Kevin Nash finally have his revenge 

against his foes in the WCW, or will Sting put 
Nash in his place? Would upstarts like the 
Black Ninja and Puchteca stand a chance 
against the masked might of Rey Mysterio 
)r. and Ultimo Dragon? Here's your 
chance to find outl 


able to choose an arena and set a time limit If 
you select the Quick Match option, the bout 
will go more quickly because your moves will 
inflict more damage 



































Vbu can choose up to eight wres ucrs 
from eny league to round out your alh 
ster roster Maybe you'd like to mix and 
match the biggest WC W end N WO rivals 
or start an elhout war between the 
masked marvels of Mexico It's up to youl 


Let your imagination run wild with classic 


teams from the 


"Hollywood" Hulk Hogan and former pal 
'"Macno Man" Randy ^vage) versus more 
recent pairs (say, NWO co-founders Kevin 
Nash and Scott Hall) vying for the 
league belt 


m POIVER 




The League Challenge will separate the chumps 
from the champs In this mode, youHl choose an 
organization and work your way up the ranks in the heavyweight, 
tag team or cruiserweight division Once you defeat all your oppo¬ 
nents in the heavyweight or the cruiserweight division, you'll battle 
the hidden league champion If you 
win, you'll not only claim the cham¬ 
pionship belt, but you'll also make 
the former champ a playable charac¬ 
ter If you don't save your game to a 
Controller Pak, the former champ 
will disappear when you turn your 
game off 


Ybu con hit the title trail in any ot the toui 
leagues WillyougoforWCW'sStarrcade 
senes, NWO's Souled Out events, DOA's Rnal 
Blast bouts or the Independent Union's Grand 
Prix challenges? Maybe you'll come out on 
top inallfourleaguesl 


If you thought the breakaway of the NWO 
from the WCW was a shock, then the 
creation of this secret organizotion will 
blow you right out of your seatl Win all 
the cliampionshtp belts in all leegues to 
make rt appear 


Attei selecting your leagui^, you'll chuusa ^ 
between the heavyweight, teg team and | 
cruiserweight divisions and then silect a ^ 

wrestler In some leagues, the heavyweight 
title IS also referred to as the singletas 
opposed to the t ag team) titla 


If you choose a tag teem division, you won't \ 
get a shot et the league chnmpton at the end f 
of the sines A sec- J 

ond player can join you 
in this scries as your ^ 
tag team pertner, but 
not as an opponent 


CRUISERWEIG 


have a long, hard bettle ahead of you 


Both WCW and DDAhave cruiserweight 
division titles. Those guys may not qualify 
es heevyweights, but they're no pushovers 
The cruiserweight divisions tend to be lam¬ 
er then the heavyweights cemps, so you'd 

:k 


The League mode allows you to create your own 
mini-organization with up to eight individual 
wrestlers or eight tag teams They will then compete for the league 
title in a round-robin tournament Standings are determined by 
points You'll receive three points for a win, one point for a draw and 
no points for a loss You'll be able to determine which wrestlers will 
be human- or computer-controlled before the tournament begins If 
a bout IS between two computer-controlled wrestlers, you'll be able 
to skip It and go on to the next match If you skip a match, the com¬ 
puter will determine the winner 




































Choose any of the big*league champs to 
carry the day or give your personal favorite a 
shot at wrestling greatness Maybe The 
Claw and Blackheart don't get the oir time 
that Diamond Dallas P^ge does, but they 
might surprise you in thenngi 


Here’s the last word in tag team chut)eiige& * 
No excuses and no second chancas Choose 
from the established tag teams or put ^ 
together your own pair of bruisers to cap* 
turethe team belts Just mmember that one 
loss will mean ultimate humiliation! 
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Last; but not least; 
IS the Tournament 
mode As in the League mode, you'll 
be able to select up to eight individual 
wrestlers or eight tag teams for the 
competition; but unlike the League 
mode, this contest is a single-elimina¬ 
tion tournament with no second 
chances for the losers If an odd num¬ 
ber of wrestlers or tag teams is select¬ 
ed, the last wrestler or team chosen 
will sit out the first round The player 
who controls the wrestler with Ihe best 
standings will always use Controller I. 


Luckily, WCW doesn't have a huge list of brain-busting combos to memorize Instead, ail moves are 
divided into a few common types that use the same basic control sequences Don't be worried about 
variety, though While the same control sequence will produce tlie same type of move from all the 
wrestlers, the moves themselves will often be quite different The grapple (grab) is the basic building 
block for most special moves Move close to your opponent and tap A for a weak grapple or press 
and hold A for a strong grapple. From here, you'll be able to perform most special moves with just 
one or two button presses. 





ON THE MAT 

Most spacial moves will end with your 
toe on the met Move in and tap B to 
attack or tap A for an attack or a hold If 
your opponent's sp:nt is strong, you may 
not even heve time for one strike If his 
spirit IS weak, you may get in two or 
throe 


SPIRIT METER 

As you land blows end execute moves, 
your Spint Metor will grow end change 
color Whan it’s full, it will say, 

'Special" Grapple with your opponent 
end then press the Control Stick in any 
direction to perform an extra*powerful 
special move 


DAZED AND CONFUSEP 

Sometimes your moves will be so devas¬ 
tating. your opponent will sway back 
and forth in a daze When this happens, 
walk around behind him, grapple him 
from behind and execute a special move 
Vbu can also use a rear grapple after you 
pick up on opponent off the mat (press R 
when your foe is down on the mat) 




























Now It's time to stop into the squared circle and face off with pro wrestling's best, and well start 
With the stars of the WCW We're featuring one or two special 


moves per wrestler, but keep m 
iTund that each combatant has over 30 individual moves Try the different control sequences with 
different wrestlers to uncover even more moves, attacks and holds. 


At 6'4" and 270 lbs, the imposing Lex Luger has a clear 
height and weight advantage over most of his WCW 
cohorts He has both great power and great stamina 

»RESS TORTURE RACK 


"cherming personality for a darker demeanor Will we 
aver see the Sting of old^ Only time will tell. 

’ION POWER SLAM 


Use a strong grapple and then 

E ress Up and A to lift your foe 
igh and bring turn down hard. 


When your meter is full, grapple 
your foe from behind (strong) and 
press the Control Stick 


Use a strong grapple and then 
press B to introduce your oppo 
nent to the mat—personally! 


Use a strong grapple and press the 
Control Stick when your Spirit 


He‘s ended many a ma tch with his Choke Slam, but his 
story IS just beginning The Giant was the world heavy 
weight champ for a short time, and he may be agaia 

VER CHOKE SLAM 


'‘Nature Boy" Ric Flair is at the top of his game and, not 
surprisingly, at the top of tho wrestling world Flair walks 
the walk, but he's got the power to back it up! 


FIGURE FOUR 
LEG LOCK 


\bur foe will be in a body cast 
after ^ use astronggrapph 
press Down and thenU 


When your Spirit Meter is full, use a 
strong grapple and press the Control 
Stick. 


Move next to a downed foals 
legs (make sure he‘sfaceup)and 
tap A for Flair's signature move 


When your meter is full, use a 
strong grapple and press the 
Control Stick for a sucker punch. 


No matter if he's wrestling solo or alongsidi* his brother 
Rick, Scott Steiner is a force to be reckoned with Get 
ready to baSteinerizedI 


Rick Ste:ner barks like a junkyard dog, and he fights like 
one, too If you climb into the squared circle with him, just 


be sura you ve had your rabies shoti 


SUPLEX 

PILEDRIVER 


BIG BACK 


When your Spirit Meter is full, use a 
strong grapple and press A. Is there a 
doctor in the housed 


When your meter is full, use a strong 
grapple and pressthe Control Stick 
That's gotta hurt* 
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Dean Malenko is a second-generation wrestler, but hes no 
second'Stnnger Dean's father, the late Bons Malenko, 
would be proud of his son's many achievements 

LOCK BACK SLAM 


He hides his true identity behind a mask, but there's no hiding 
the power of Ultimo Dragon This cruiserweight can go the 
distance in any challenge 

WEAKER TWISTER 




When your meter is full, grab your foe 
strongly from the rear and press the 
Control Stick 


If your foe is lying face up, move 
close to hishead and tap A for a 
twist on the basic arm lock 


When your opponent is dazed, grapple 
him from behind (weak) and press A 


If your meter isfuil, grapple your 
opponent from behind (strong) and 
press the Control Stjcic 


The winner of WCW's 1995 Newcomer of the Year award, 
Eddy Guerrero is already making a big splash m this sport, 
and his future certainly looks bright 


With hiscolorful costumesand incredible acrobatics, Rey 
Mysterio Jr looks for all the world like a real life superhero, a 
sentiment his fans would no doubt share 


\ SWINGING 
’ BACK BREAKER 



Use a strong grapple, press Up 
and then press A for this sweat, 
acrobatic attack 



Use a strong grapple and then 
press Down and B to wrap up your 
opponent. 


BACK DROP 


SMALL PACKAGE HURRICANRANA 


When your Spirit Meter is full, use a 
strong grapple and press the 
Control Stick 


When your mater IS full, grapple 
your foe strongly from imnu and 
press the Control Stick. 





Once you work your way through the ranks of the WCW, 
you'll face the hidden league champ. Diamond Dallas Page, 
in a championship bout Page has come from behind the 
scenes and into ihe glare of the spotlights and TV cameras 
Despite his size, Diamond Dallas is as quick as any cruiser- 
weight, so steer, clear of 
moves like his Past Flip 
weak grapple, then press Up 
and then B 


Defeat Page to make him a 
playable character Save your 

B orne to a Controller Pak to keep 
im on the roster 


move 
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A cruiserweight he may be, but at S'lO" and 220 lbs, Chris 
"The Crippler Bonoit is no slouch in the power department. 
Wrestlers, beware^ 


NELSON 
BACKFLIP PIN 

When your meter is full, get behind 
your foe, use a strong grapple and 
press the Control Stick. 

















































Since his defection, Hollywood Hogan has emerged as the leader of the NWO 
Altarnately praised and reviled by fans, this six-time world champ remains one 
of wrestling's most powerful figuras in and out of the nng 

>E CHOKE SLAM * 


Use a strong grapple and then 
fxess A to take your opponent 
for a walk he won't soon forget 


For thd full "star" treatment, get a strong grapple and press 
the Control Stick whan your Spirit Meter is full 


Whoever thefakdStingis,his very existence is an insult to the real Sting of the 
WCW, which IS probably what he had m mindi In any case, this imposter seems to 
have mastered most of Sting's moves fairly well 


If your foe is faca up on the mat, move near his legs and tap B 
for a fair imitation of the real Sting's leg lock 


(V* Hr ^ 


In July, 1996, Kevin Nash and Scott lUU broke away from the WCW to form thoir own wrestling 
organization, which they christened the New World Order Citing unfair treatment by the WCW, 
the renegades were soon joined by Hollywood Hogan, Syxx and a host of other top talents Their 
mission* the total takeover of World Championship Wrestling' 


MAT SLAM 


LEG LOCK 


Use a strong grapple and then 
press the Control Stick when 
your Spirit Meter is full 


Jjjjjjjtjjdjj 

Aftar a so*so stmt in the WCW Marcus "Buff" Bagwell 
has come into his own since joining the NWO Nowhe^ 
ready to take his career to the next lovell 


Normally, Eric Bischoff is busy behind the scenes as 
Executive Vice-President for both WCW and NWO, but rt 
seems he'll even take to tha ring when needed 


BACK 


With a full meter, grapple your foa 
from behind (strong) and press the 
Control Stick, 


When your matar is full, get a strong 
rappla from behind and press the 
ontrol Stick. 
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V UliI Fame and fortune eluded Scot tTlash" Norton while he was 
'mf in the WCW, but an invitation from his friend, Eric Bischoff, 

" to join the NWO has put him on the fast track 

THROUGH THE POWER SLAM 
LEG BREAKER 


Kevin Nash powerbombed Enc Bischoff through the 
stage et the 1996 Great American Bash That act. ironi 
cally, would soon lead to Btschoff ^ joinmg the NWQi 

.DER BIG SLAM 


When your Spint Meter is full, use a 
strong grapple and press the Control 
Stick. 


Get your opponent into a strong 
grapple from behind and then press B 


Use a strong grapple and press the 
Control Stick when your Spirit 
Meter is full. 


When your opponent is face up on 
the mat, stand next to his head 
and press A 


Scott Hall and Kevin Nash have found incredible success es 
the tag team known as the Outsiders Will you be able to 
recreate their championship win^ 

[ SLAM FLYING SLEEPER 


Trained by the Great Malen ko, Syxx has both wrestling 
and martial arts skills at his disposal The tno of Syxx, 
Nash and Hall is known as "The WDlf pack" 

EAKER REVERSE 
_ SHOULDER PIN 


If your foe is leaning dazed against 
the turnbuckle, get him in a stror>g 
grapple and press A 


Use a strong grapple, press bottom 
C, and then when your foe bouces 
back, press and hold A 


When your meter is full, get a 
strong rear grapple on your foe 
and then press the Control Stick 


Get a strong grapple on 
nent, then press Up and 



After winning four world championships in the WCW, 
"Macho Man" Randy Savage joined his long-bme friend 
Hollywood Hogan in the ranks of the NWO As the- hidden 
champion of the NWO, he1i hit you with spectacular moves 
like the Triple Chop (strong grapple, press Up and then A) 
Of course, if you're ready to 

collapse by then, he may get jj v 
in only one or two hits before 


He's big and loud, and so are his 
clothes* The Macho Man is known 
for his flashy fashion sense and 
fleshy wrestling style 


VOLUM. 




















The bad boys in the NWO like to think of themselves as rebels and rabble rousers^ but wait until 
they Ret a load of the Independent Union! Hailing mostly from Asia and Mexico, these combat¬ 
ants bring a raw edge to the sport of wrestling They may not be as famous as the big names in 
the WCW or NWO, but they're worthy opponents, all* 


The Ninia has speed c 
his S’de, but hes hurt 
easily by larger fight' 
ers Try this unique 
trample attack use a strong grapple, 
press Up and then press /V 


Dna of Shaolin^ 
attacks mixes a rope 
movewithasubmis* 
Sion hold use a strong 
grapple, then press bottom C When your 
foe bounces back near you, tap A. 
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vJdmkV Many of the 

Independent Union 
y il and OOA wrestlers 
^ share common 
moves like this one when your oppo* 
nent is face up on the mat, stanoclose 
to his legs and press A. 


You can use this control 
sequence with most of 
the wrestlers, but we 
liked the Claw's version 
of this type of slam get a strong grapple, 
press Down and then B 


The Shaman isn't a 
flashy fighter, but his 
Overhead Slam works 
well When your 

Spirit Meter is full, get a strong grapple 
and then prass the Control Stick 


■ If you use this Backflip 

j * Pin at the right time, 

you may get a three* 
count fall out of it Get 
a strong grapple on your opponent press 
Up and then press B 


r* . JIM Master Full's Flip 
Lock IS different 
enough to warrant 
some attention Get 
a strong grapple on your opponent, 
press Down and then press B 


■ Ifyou'reinthenng and 

your opponent IS on 
the apron, grapple with 
fimand then press 

bottom C Ail the wrestlers can pull off 
this type of move 


The cold-hearted ClncR^r is the Independent 
Union champ He may try to make a big splash 


Once Glacier is a 
playable character, try 
his turnbuckle moves 
for yourself 
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speed and agility will 
serve you well in your 
bout against Wrath 


Many of the wrestlers in the Dead Or Alive organization are former pit fighters and Death 
Match survivors. Just because they've gone "legit" in pro wrestling doesn't mean they've 
lost their fighting edge, though. On the contrary, many of them like to think of themselves 
as "outlaws" in the spirit of the Old West 
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Kim Chee looks more like o sumo wrestler 
than Sumo Jo doesUf your opponent is 
face down on the mat, stand next to his 
legs and press A for the Bone Gnnder 


Wa like to call this simple attack the 
Lucky 7 Knee Slam, but you can just call 
It brutall Use a strong grapple on your 
opponent and then press A 


WCW vs. NWO 


Ihe Flying Twist is another rope move 
that's near and dear to ourhearts-^or, 
rather, Blackheart Use a strong grapple, 
press bottom C and then press and hold A. 


We don t know what to call this one, 
but we like iti When your Spirit Meter is 
full, get a strong grapple on your oppo* 
nent end then press the Control Stick 


Hannibal^ Neck Brace is a fresh varia¬ 
tion on the old choke hold. When your 
opponent is face up on the mat, stand 
near his head and press A 


WII have a blast with Power Keg and 
this move When your Spirit Meter is 
full, get a strong grapple on your oppo¬ 
nent and press A 


Saladin is quite imposing, but he doesn't 
have much stamina To unleash his Back 
Spinner, get a strong grapple on your 
ibehi 


foe frombehind and then press B 


All Baba shares this move with others, 
including the Black Ninja For the 
Middle ^astern version of this t^- 


down, got a strong grapple, press Up 
and then A. 


JUluJ £illuj 


Now this IS the 
way to wrap up a 
present! When 
your opponent is face down on the 
mat, stand near his legs and press A 
Could you put your finger right here'^ 


You wont like being on the receiving end ot^ 
Wrath's many slams and splashes and crashes, but 
just wait the 

DO A champ a 
playable characterl 
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Forget the bouncy characters and happy 3-D settings of 
Snowboard Kids, because this game is really a vicious killer. The 
mam action lulls you into complacency with three goofy-looking 
opponents who will stop at nothing to knock you out of con¬ 
tention using a wide assortment of silly weapons While you're 
boarding for vour life, you'll have to pull off staggering stunts to 
earn big prize money /\s if you don't have enough to worry 
about Combine this misadventure with skill mode, time 

trials, three hidden 
courses and a multiplayer 
game, and you've got 
an action-packed, snow¬ 
boarding monster that's not 
to be missed. 


In dlU2 boards arc avail* 
able in the game, each with 
different attributes for 
speed ardharyJling 


After you choose your char¬ 
acter from five cartoon kids 
at the beginning of the game, 
three other racers line up with 
you at the starting line 


^ NINTENDO POWER 
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Snowboard Kids is no simple racer. Each of the three modes is linked by the prize money feature 
You can move between the different courses and events, winnirtg money for new boards. 
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The Battle Race is the mam 
event have to win the Gold 

Cup on each of the six ccxjrses 
before you can access the final 
three courses \bu can use 
money on the courses to buy 
Items from the Clown Shops 


The skill events can take place 
on any of three courses except 
for the stunt event, which must 
take place on the half'pipe 
course The other two events 
are the fan race and the snow¬ 
man shooter race 


Time Attack races can be run 
on any Battle Race course that 
you've opened You'll race 
against a ghost of your best 
time if you have a Controller 
Pak inserted in the Controller 


From one to four boardin' buddies can beat on each other in the 
multiplayer Battle Race mode. Choose any of the open Battle Race 
courses and let the fun begin With the screen split into two or 
four windows, the perspective \m 

shrinks down, so players with 
knowledge of the course 
have a definite advantage The " 

strategy is to pick up coins and - - 
weapon items to use against I 

your opponents while trying to _ * 

maintain a lead This mode 
never gets old. E 


Even when you choose the 
two- player game, you' II find 
four characters lining up at 
the start 


In Battle Races, you 
always race against 
three other opponents 
whether they are 
human- or computer- 
controlled. With four 
people playing, the 
action IS completely 
unpredictable 


fc -RACt 


SPEED 

CORNERING 

TRICKS 


Sl.'ish plays pranks on everyone, 
but he's is a solid boarder, rat¬ 
ing two stars in each of tfie 
three skill cato^riesr speed, 
cornering, and tricks. His 
special tricks include the Slash 
Spin (hold A, push Up, Down, 
Up and release A) arxl the Slash 
Banzai (hold A, push Left, Right, 
and release A.) . 


BCARPIW' BTTPPItiS 


Our Power Pro evaluetions show dwt 
Slash turns m e overage thne on 
Gurugoru Mta on a iom-ono board. 


On the difficult Dino Park course. 
Slosh has Mie second best time of 
dll die racers on e level-cme boerd 
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The following highlights and tips for each Battle Race will 
help you win the Gold Cups in the one-player game while giv- 
ing you an edge ifi multiplayer matches By winning all the 
races, you'll be able to access the ftnaf three courses and get 
special snowboards and a sixth character 


Definitely the easiest course in the 
game, Curuguru Mtn. is a great place. 
to master such skills as getting a fast 
start (push the A Button on the 
command,) and sliding into the'^fift 
gate at the bottom of the course, 
which can be very frustrating 
Curuguru is fairly wide, so turning is 
easy There are two good jumps for 
performing tricks, as well Remember 
to pick up coins early so 
y you can buy items 


The quick start is 
essential When the 
announcer says, 
“GorandtheGo 
command appears, 
tap the A Button 


Welcome 


The Clown Shops have 
one Item that will cost 
you 100 co:n units (Each 
gold com is worth 100 
com units Tricks also 
earn vou money) 


The lift line has a narrow 
opening m the middle of the 
fence Aim directly at it and 
stay clear of other racers 
who might get in your way 




KCtryTjliy 5Lap8/541m ^ 


Jam's lack of sipoed couldn't holp 
him on the sixth course, where he 
placed eecond to lest et 2.06:96 


SPEED 

CORNERING s 
TRICKS 


r 
L 


He calls himself the Trick 
Master, but he's worried that 
Nancy may be better at pulling 
tricks. His special moves include 
|am the Amazing <hold K, press 
Down, then rotate the Control 
Stick 360 degrees twice, and 
release A), Jam the Great is 
much easier {hold A, push Left, 
Right, Left, Right and release A). 
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This course is long, but you have just 
two laps to get into the lead With all 
the Items that are sure to be flying 
through the air, that's no easy task. 
The difficulty isn't much greater than 
Gurugufu Mountain, but you have to 
watch out for obstacles as well as 
enemies When you see an e^iclama- 
tion point appear,, make a sharp turn 

or hop to avoid an 
incoming attack. 


This section of 
the course winds 
through the trees 
Stay to the left 
side to take the 
shortest route. 


Of^i. 


The long path along 
thenm of the cliff 
can be dangerous 
Stay to the right to 
avoid slipping off and 
losing precious time 


This corner IS fairly 
tight You'll have to 
make a very sharp 
turn Agoodturning 
board and character 
won't hurt, either 


courses 


This area has sharp 
stones poking up 
through the snow in a 
turn Begin on the 
inside and slide out* 
side past the second 
to last stone 


The jump leads^ctlyinto^ 
narrow tunnel Hit it squarely 
from the middle of the track 


SNOWBOARD KIDS 


3t<S, 2La|K/l,750m ^ 


SPEED 

CORNERING 

TRICKS 


Everyone loves Nancy's tech¬ 
nique. She's the best, not to 
mention the friendliest enow- 
boarder in the village. Although 
Nancy rates only one star for 
speed, you can improve that 
weakness with a foster board. 
Her turning and trick attributes 
each rank high with three stars. 


HOCK 3 Laps/1,706m ^ 


Nancy didn't dolivenn cnir triala, but 
apead isnl tha only conaideration. 
Uia har on tight and winding coursea 


































Prepare yourself for a greater chal¬ 
lenge. The Night Highway course 
may look beautiful as it sparkles in 
the chilly night, but it's full of ugly 
turns and jumps and shortcuts that 
could scare off a gargoyle. There's 
a lotto explore hete, so a kid with 
good Wrning control is your best 
bet when starting out Later, yoU 
—— ^ \ can use a speedster 


Right after thd 
fence with 
sparklers, youK 
find a short cut on 

the right side Duck 
in the narrow 
opening to cut off 
a loop in the track 




If you fall into the 
river, take the 
shortcut tunnel 
just to the right of 
where you are 
placed back on the 
course It's a fast, 
wild ride 


On the left side of the 
course, just before the 
sign that says IN, there's 
a final shortcut have 
to be go;ng slow, then hop 
to reach it 


Crass Valley is the first of the unusual 
boarding courses For one thing, this course 
has no snow on it The slopes are covered 
with slick, green grass As far as game control 
goes, you won't notice much difference from 
snowy courses The shortcuts in this stage are 
more trouble than they're worth, especially 
the top shortcut Wc recommend giving 
both shortcuts a m’ss Computer oppo¬ 
nents will never take any shortcut 


Stay on the mam course 
(the right path) to avoid 
tho treacherous walk- 
ways and gaps along the 
left shortcut 


START 


At this Yin the I 
track, choose the ^ 
left branch to avoid 
the deep and dan¬ 
gerous pits along 
&e right trail. 


Jump and do 
a trick to 
clear the 
Stop sign and 
reach this 
shortcut 


3 L'!ps/1,368m 


SPEED 

CORNERING 

TRICKS 


Linda b rath«£r spoiled. Her 
well-to-do parents own the 
Battle Race courses. Linda's 
speed is quite good at two and 
half stars while her cornering 
and tricks rank only one and a 
half stars. She has just four spe¬ 
cial tricks including the Linda 
Bourgeemie (hold A, Up, Down, 
Up, Down, release A.) 


VAtttr 3 Laps/1,490m 


Linde blozed to the fastest time 
on Dino Perh ie 2 03:53, beeting 
the closest competitor by elmoet 
two seconds. 
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When you enter this tent, jfy 

hang close to the inside 

corner, or the left side, to avoid slipping mtothe trench along the 
right side A maneuverable cheracter can keep you on track 


If you perform a 
trick on the jump 
before the big 
gap near the end 
of the course, 
you won't clear 
the gap 


GOOL 


3 L';ps/1,490m 


l>rUO MRK 


SPEED 

CORNERING 

TRICKS 
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Tka mora dHficiHt Ohio Perk caused 
Tommy eome trouble. He eeded up 
third with e time of 2.06:70. 


SNOWBOARD KIDS 


The Dino Park course is laid out on 
snow, mostly, but you'll also board 
over the teacup ride and down a swift 
rfver before you reach the finish line. 
Jumps are limited and often unmarked, 
so you* have to know this course like 
the back of your board to earn money 
by doing stunts.. Don't miss the short' 
cut right before you reach the dinos 
It's on the left side. 


Whan you reach 
the teacup nde, 
stay far to the left 
along the railing 
II come out of 
the area perfectly 
lined up for the 
next stretch 




If you win all six of these races, you'll earn a pass that takes you 
to a seventh course. Quicksand Valley, which is full of pyramids 
and shifting sands Win that race to open up Silver Mountain--- 
a foggy course with limited visibility. If you win that race, as well, 
you'll reach Mt Fuji with its nine laps 

\bu11 earn enough money to 
get the Star Board—the ulti* 
mate in speed and control 


Tommy is tiie final racer (except 
for Sinobin, the ninja boarder) 
and he it the fastest. 
Unfortunately, his control is 
rated at a single star and his 
trick rating is just as low. He has 
just three special tricks, indutk 
ing the Fatty Man (Hold A, push 
Up, then rotate 360 degrees 
once, hold Up, and release A). ^ 


The blossom' 
ing slopes of 
Mt Fuji may 
be onlyatwo' 
star challenge, 
but nine laps is 
a marathon. 


Ot the easy first cowae, 'Rjniiny 
blezad to victory it our test run, 
clockind it at 0.34:70. 


TKKKS fiRt ton KW$ 

Snowboard Kids packs a lot of fun and variety into what appears on the surface to be 
a simple game The more you play it, though, the more depth you'll find Special tricks 
are listed in the manual, but they're very difficult to master But more than any other 
feature, the multiplayer game will keep the dust off of this Pak 
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THE ANNUAL NINTENDO EXPO at 
Makuhari Messe near Tokyo was trans¬ 
formed this year into a dual-purpose event. 
The latest N64 games and products were 
introduced to the gaming universe, but in 
addition to this the show 
served as a Pocket Monsters 
convention for hordes of 
avid PM fans. Some of the 
products, as you're about 
to see, combined the 
N64 with the Pocket 
Monsters phenomenon 
in unique ways. 

Mr Yamauchi, the 
president of Nintendo Co. 
Ltd , addressed the show 
goers on the first day, 
speaking about future directions of gaming in 
Japan and the rest of the world. "The future mar¬ 
ket for games will be quite different from the past 



Over 240,000 gamers showed up for Space World 


Pocket Monsters and Tamagotchi are good 
examples of products that emphasize four impor¬ 
tant new aspects of game play nurturing, trading, 
collecting, and adding. Addition is an important 
element for the Nintendo 64 Disk Drive The idea 
of 'addition' is to provide users with opportunities 
to enjoy the same game for a longer period After 
we have introduced a Nintendo 64 Disk Drive 
title, users will be able to add new bonus games, 
characters and follow-on games " The concept of 
games that never end may sound pie-in-the-sky, 
but It's on Its way in 1998, along with 
other surprises. 
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WHICH WAY TO CO? 
was not a question for 
us at Space World- - 
we went straight for 
Zelda 64! The biggest 
surprise in Zelda 64 
was the presence of a 
targeting system for 
battles. By pressing 
the Z button, a tar¬ 
geting box appears 
on the enemy, sort 
of like the lock-on target in Staifox 64 We were 
also blown away by the use of animated cinema 
scenes When you first meet a boss character such 
as Choma, Stalfos or the the giant Dodongo, the 
camera dramatically pans around the scene, or it 
may even take the monster's viewpoint, before 
shifting behind Link for the battle. When we 
weren't fighting, we explored a village and a 
dungeon and learned to ride the horse in a prac¬ 
tice field with jumps Link's horse can walk, trot 
and gallop, but when you whip the steed to gam 
momentum, it consumes the row of carrots, which 
IS the meter for horse energy. Once you whip up 
a good head of steam, the horse can jump over 
obstacles. As a pedestrian in town. Link is greeted 
by Hyrulians everywhere he goes. The good 
citizens actually call out, "Konnichiwal' or 
"hello" in Japanese. (We expect the English 
version to have a different greeting.) We found 
that play control was intuitive and refined The 
analog Control Stick is used for walking or 
running while the A Button and right, left, and 


bottom C Buttons are for weapons and items The 
Button operates your shield and the B Button 
activates special actions such as climbing or 
jumping Your inventory sub-menu pops up when 
you push Start From the inventory, you can 
change your armor or use items. Since the game 
isn't complete yet, some of these things may 
change, but the sheer amount of control players 
have makes Link the most versatile hero ever 

ZELDA THE 
MOVIE 

Mr Miyamoto's hope 
IS that players will 
find Zelda 64 totally 
immersive, like no 
game before. Part of 
that feeling is accom¬ 
plished by cinematic techniques inspired by 
movies. At the very beginning of the game, a 
dramatic sequence plays out in a pounding thun¬ 
der storm Link, outside the gate of Hyrule Castle, 
witnesses Zelda fleeing on horseback, followed a 
short while later by an evil figure that can only be 
Cannondorf, the king of thieves. Later, when 
exploring a shadowy dungeon, 

Link opens a treasure chest As 
the lid falls back, light pours out, 
bathing the scene in a golden 
glow. You can even do some 
directing of your own using the 
top C Button. It seems that Zelda 
64 has It all, lights, cameras, 
and action. 
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YOSHTS STORY and F-Zero X also grabbed 
serious game time from your Power reporters You 
can read more about each game in its respective 
preview in this issue Yoshi's Story had just been 
finished before the show. It promises to be a very 
special game, combining playful, prerendered art 
with captivating exploration and puzzle-solving 
action. F-Zero X floored us with its speed 
and smoothness, not to mention the 
many cars and racers. Yoshi is 

due for release in 
early March in North 
America, while F-Zero X 
will follow later in 1998 

PARTY ON 64 

The biggest surprises at 
Space World were 1080 
Snowboarding (which is 
also covered in this 
month's Pak Watch) 
and some very cool 
Nintendo 64 Disk 
Drive products An¬ 
other title that has been 
quietly in develop¬ 
ment at Nintendo 
and Left Field 
Productions is NBA 
Courtside, which is covered in 
this month's bonus preview 
section Five complete stages of 


Banjo-Kazooie 
showed that 
B-K has come 
a long way since we previewed the game last fall 
Third party publishers also showed upcoming 
'i.. games in playable and video for¬ 
mats Imagineer featured SimCity 
2000 for the N64, which is based 
on the computer game ASCII's 
Aerogauge, a futuristic racer. 


attracted race fans, and we had our 
first look at Konnmi's GASP- -a 
good-looking, 3-D tournament 
fighter. Sumo 64 from Bottom Up, 
which may be a Natsume release 
in North America, was also 
playable at the show. Namco's Family Stadium 
Baseball was a hit, and the oddball game, Denryu 
Ira Ira bou, in which you have to guide a rod 
through an electrified maze, attracted a following. 
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Animate Z-D characters of your own 
design You can even put the character in 
a game that's included in Talent Maker 


PUN MAKER 

The coolest part of these programs 
IS that you will be able to 
customize future games in amaz¬ 
ing ways. For one thing, you'll be 
able to use the art created in one 
Mario Artist program in any of the 
other programs, swapping data 
back and forth. You'll be able to 
create 3-D models, paint 
the models with textures 
created from video images 
and modified in Picture 
Maker, then animate the 
models in scenes or use 
them as custom imports in 
games. Mr Miyamoto men¬ 
tioned a specific example 
of this "In SimCity 64, 
players will be able to cre¬ 
ate a sign or image that 
they put on a building in 
their city." Other examples 
could 


AT SPACE WORLD, we 
saw for the first time 
just how the read/wnte 
capability of the 64DD 
can be used, and it's very 
cool. Talent Maker, Polygon 
Maker and Picture Maker are 
three separate programs that allow artists to create 
3-D models, pictures and animation (A fourth 
program in the Mario Artist series called Sound 
Maker is also in development.) Talent Maker lets 
you modify 3~D characters for use in various 
animations and games An N64 mouse is used to 
create precision changes to existing models 
Artists will find a library of features such as eyes 
and noses You can stretch and shrink body parts, 
as well In Polygon Maker, you create actual 3-D 
models like the jet fighter shown here By 
combining and shaping polygon primitives, such 
as squares, you can create virtually anything The 
final program. Picture Maker, is a powerful paint 
program Mario Artists won't be limited to using 
their imaginations, either, because they will be 
able to import video images from any video 
source, such as a video camera or VCR, using a 
plug-in Pak. 


The dinosaur above hails from Craator, a paint 

E ram from Software Creations As in Super NES 
0 Paint, you can play a f lyswatting game in Mano 
Artist but this time it's in 3*u! 


include painting 
vehicles in a game or creating a new face 
for a character If you use a video image of 
yourself, you'll be able to become the star 
of your favorite game. 


From a simple cube you'll 
be able to build a jet 
using Polygon Makar 
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THERE'S ALMOST no comparison 
in North American gaming to the 
incredible success of Pocket 
Monsters in Japan. At Space World, 
Nintendo gave away the 151st 
monster, a little guy named Myuu, 
to well over one hundred thousand 
PM fanatics. The new gold and 
silver Pocket Monster games 
were introduced, as well. 

Huge news in 


Japan, but what does it matter to us? For one 
thing, Mr. Yamauchi announced that the 
collectible, tradeable Pocket Monsters would 
arrive in North America in the fa 11 of '98. He also 
indicated that the games would be customized for 
western markets, a process that should include 
new art for many of the monsters That's just the 
beginning. 

OUT OF THE POCKET 

With the Nintendo 64 Disk Drive, Pocket 
Monsters will enter that new realm of gaming 
described by Mr. Yamauchi and 
Mr. Miyamoto as 
emphasizing nurturing, 
trading, adding and 
collecting Pocket 
Monsters Stadium 
for the Nintendo 64 
Disk Drive uses an 
adapter to link a 
Ganrie Boy Pocket 
Monsters Game Pak 
to the N64 Controller. 


Two now Pocket Monsters 
game^the Silver and Gold 
editions^wore introduced 
in Japan 
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DESIQN. 


will the Nintendo 64 Disk 
video game playing? 
think H's now becom¬ 
ing aM why we chose to go 
with the Disk Drive rather than 
with CD-ROM. Mr, Yamauchi 
talked about several gaune ele¬ 
ments that will be important in 
the future. For instance, Pocket 
(sonsters is an obvious example of 
trading, but the trading concept 
can go much deeper. In 
^ SimCopter you'll trade infor- 

mation with SimCity. If a fire 
' ^ breaks out in SimCopter, 

\'^ ^ you'll fly to the location 
n I through a city that you 
™ I have created in SimCity 
g / 64. This is also a big 

PTts / part of Mario Artist. You 
3N / could paint a picture on 
the side of a building in 
r SimCity using art from 

Mario Artist. 


POWEKa 




FMiyamoto^ 


How finished is Zelda 64 at this timet 
e play control is almost done, but 
the game still needs more puzrles and surprises. 
I want Zelda to be a totally new experience for 
players. 




Power 
[Miyamoto^ 


Is Metroid 64 on your schedule? 

Wc don't have a Metroid game in 
the works at this time. Would you like to see 
one? [What do you think we answered?] 


Power 
Miyamoto: 


What do you like mo^ about F-Zero X? 
1 think it's the fastest video game in 
history. You drive about 1,000 kph and the 
animation runs at 60 frames per second. 


POWM 


' 1080 Snowboarding kind of appeared 
out of the blue. How do you like it? 

tt's very realistic and I like that. We 
want to make it the best snowboarding game 
out there and we want to be one step ahead of 
the others, but we also think it needs to come 
out before the snow melts. 
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Miyamoto 


From there, monster data is downloaded to the 
Nintendo 64 Disk Drive game. Once your 
monster is in Pocket Monsters Stadium, you'll see 
It in a colorfully rendered, 3-D form, and you'll be 
able to enter it in a battle tournament against your 
friends' favorite monsters If you want to transfer 
the monster back to the Game Boy for more train¬ 
ing and RPC play, you can do that, too. 

BAG A MONSTER 

The second Nintendo 64 Disk Drive Pocket 
Monsters game takes you into a 3-D world alive 
with monsters from the PM universe The object is 
to hunt down all the monsters and shoot 
them .withacamera After all, you wouldn'twant 
to hurt an innocent monster Since many monsters 
tend to be shy in the wild, virtual photographers 
may have to lure them into the open with bait and 


POWEIti 


Super Mariu RPG 2 really has a new 
look. What are your goals for K? 

The original Super Mario RPG used 
rwidering technology to give it a 3-0 look. 
With the N64 you could also do the game with 
rendered art, but K would look very mudi 
like the original and we want to do something 
different We're looking at ways to make it 
new. For instance, in Yoshi's Story, we're using 
tfie idea of the story book. In Super Mario 
RPG 2, we're doing something along 
those lines. _ 


In Pocket Monsters Stadium, 
players import a couple of 
monsters from the Game Boy 
versions of Pocket Monsters 
and watch them fiqht in full 
color 3-D animaton 


snacks Once a monster is visible, players snap 
off several shots then save the best ones in a 
Pocket Monsters photo album 

MONSTER UULL AB Y 

This one is really out there. An N64 
product called Pikachu Cenkidechu 
the Japanese market allovvs players to 
give Pocket Monsters verbal commands 
A special microphone plugs into an N64 
controller slot, and the game uses voice 
recognition to interpret what the player 
says In turn, the monster will 
react to your commands, display¬ 
ing appropriate emotions on its 
cute little monster face 

Space World demonstrat¬ 
ed that, in the near future, not 
only will we trade and 
upgrade game data, well 
design courses, add art and 
talk to characters directly 
Much of that future vision of 
gaming depends on the 
unique read/write capability of the 
Nintendo 64 Disk Drive, and Game Boy's 
ability to transfer data makes it an integral 
part of the N64 gaming picture The future 
IS upon us, and 
a little monster 
shall show us 
the way. 


Say "cheese" The 
go^ of Pocket 
Monsters Snap is 
to make a photo 
album that includes 
every monster 
in the game 


Super ManoRPG2 
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MEMBER IDENTIFICATION # 


Pootball Pollies 

It's January again, and this k the time of year when our 
thoughts turn to-you guessed it-fhe Superbowl! What better 
way to commemorate this yearly milestone than with some 
terrific codes for NFL Quarterback Club '98? If you're a sub¬ 
scriber, you'll notice that some QB codes are Included in our 
Members Only special feature. We did make sure, however, 
to reserve a few choice QB codes for the faithful here at 
Classified Info! 


Turn end Burn 

If you like these Rush codes, turn to our special Members 
Only section far more. If you're not a subscriber (sbame, 
shame!), don't worry; we'll have even more next issue. Note: 
the Burning Car and Size codes are entered on the Car Select 
screen, while fire Disable code is entered on the Setup 
screen. Repeat the Size code to switch between small, medi¬ 
um (normal) and large cars. You can use either the Control 
Pad or die Control Stick to enter the Disable code. 


Hidden Teems 

To ectivote the Aecloim eiul 
Iguene squedo, enter 
‘STNTXTM'- on the Eater 
Cheet screen. Ybu'll heer e 
tme if my code re eoterad 
correctly 


Burning Csr 

Hold top C end press Z four 
tbnea. this will change your 
car into e burm-out bulb. (It 
may looh horrible, but It will 
still go!) Repeet tha^ode to 
changa the oer back* 


Pump Vou Up! 

To transform your players 
Irom girly-maa to real men, 
eater "RNLDSWZNGR" on the 
Enter Cheat screen. All your 
playera will he much atronger 
than haforb. 


Chengs Size 

To change your cark size, 
press end hold bottom C and 
top C la that order. Release 
both buttons. Now press end 
hold top C and bottom C in that 
order. Releaaa both buttons. 
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Entre Douins 

If your offense aaeds a little 
braah, enter''DWNDRV" oa 
the Enter Cheat screen. Thia 
code will give you extra 
dowaa. 


Dissbie Collisions 

To disable collisioas. press 
Left, and than press and hold 
Right and right C in that order. 
Release both buttons Now 
press top C. left C. bottom C 
end Z. A bus icon will appeer if 
you enter the code correctly. 
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Faatball fm2M. 


Hidden Suiprieee 

We tdd you last issue that we had just one more Mace code 
in our files, but we wondered in print if there were any more 
to be had. Wdl, our foitii was well rewarded with severed 
sweet surprises from our pals at Midway. We've uncovered 
several hidden Mace characters over the last couple of 
issues, and our code hunters have also bagged a whole herd 
of special moves for them, which well reveal starting next 
issue. In the meantime, see if you can figure out any of tiieir 
moves on your own! 

Ploy Hs fled 

To pley es Ned, go tc the Wr- 

Cheiecter Select screen eed ' 
highlight Koyeshe, press Stert, 

highlight Execetioner. press > 

Stert, highlight Oeimoe and 

C ress Stert. New choose Xieo T ^ 

ong es yoer cherecter. ^ 


Hiddan Teein 

No Madden game would be complete without a cool hidden 
team code at the very least. To enable the ultra-powerful 
Tiburon team, first enter the Season mode, choose "Front 
Office" and then select "Create Player." Enter "Tiburon" as 
the player name. Save tiie player and exit. The Tiburons will 
now be available in the Exhibition mode. They'll be more 
tfian a match for any squad out there! 
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The Tiburoits will run ihtgs 
eround (oi just run overll eny 
oppceente. 


This teem is eveileMe in 
Exhibitios mode only end cen't 
he seved to e Controller Pek. 


UJar niech B Ichiro 

This code is e two-feii Dn the 
Copyright screes, rotete the 
Costrol Ped ccunter-clock- 
wise sstil you heer e tose. 

Vibi Mech end Ichiro will 
now he on the Chaiectei 
Select ecreeo. 


Crazy Cara 

If you'ie a true Gear^head, then you'll love tills tasty bit of 
insider info. To activate the Milk Truck, complete the entire 
firet year of the Championship mode. If tiiat little moo-ver 
isn't fast enough for you, then complete two foil years (two 
six^^season circuits) in the Championship mode to enable the 
Helmet Car. Both cars arc front-engined with rear wheel 
drive and arc rated "11" in acceleration and top speed. 


2*Playar Practiaa 

PJsg in two controllera. On the 
Title screen, prees Stert on 
both ccntrollere simultene* 
oudy. Now two pleyeis will 
be eble to enter the Prectice 
mode end spei egeiist 
eech ether. 


Golf Couree Rrsno 

Tc hold your bettle on e gcif 
course, go to the Cheiecter 
Select screen, highlight 
Koyashe, press Stat, highlight 
Kull, press Stert, highli^t 
Tekeslu end press Steit. 

Choose cheractere ee normeL 


Thie heby hendles smooth 
smooth like huttehl 


Lookisg for e now ride? Vdu 1I 
hevetoeers itl 


9 


I 


Q 








Boogorfflon 

lb activstta Baogarman, go to 
tha Charectar Salact screen, 
hold tha L Satton end presa 
Up, Right, Down, Loft, Right 
and Laft oa tho Cantrol Pad. 
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Tha sapar turbo baosis eaa 
nidka for quita a racing axperi 
anea* 


^ooQenfic ntalitias 

Oayfighter Boogerman aa a playable character. The 
patented Flaming Fart. The ever-so-delicate Toiletality. Need 
we say more? 


Pleming ^rt 


To unlaart thia. ar. unique 
fatelity. stand at swnap die- 
tanea and press Down. Down. 
Back. Back. Toward. Toward 
and tha R Button. This muat ba 
aaen to ha balievodi 


Hidden Pilote 

If none of the defeult pilots is turning out to be Top Gun 
material, ^ve these two a try. To activate Mao Mao md hrs 
F-15J Eagle, press left C, bottom C, right C, top C, left C, 
right C and bottom C on the main menu. (Hell also appear 
if ymi continue a game three times on die Tokyo stage.) To 
activate Spanky the Dolphin and his X-29A, you must com¬ 
plete all the bonus stages. 


Enter tha Mao Mao code an 
tha mein menu. 


Tha F-fiJ la effective against 
land and eir opponants. 


Toils telity 

Ta bring a rein af porealam tai 
ror down on yoar oppanent, 
stand at swnap distanca end 
press Down. Down. Back. 
Back and Fair Pun^. 


Palling Squieh 

Stand etasa (but not next) to 

K tur opponent and prass 
own, towfird, Down and tha L 
Buttan. Not tarribly spectoeu- 
lar, but affactivD, nonethalass. 


Squeeze Cheese 

Stand cloaa to your opponaat 
and prase Down. Down. Down 
ad the R Button to exacuta 
this squeaza play. 


(A2\ NINTENDO^ 


Pegchedelic Cycling 

We're beginning to wonder if there's any end to the trick 
names in Extreme G! To enable unlimited weapons, enter 
"arsenal" as your name. Press the Fire button at any time 
during a race to call for special weapons. To make your tires 
and/or the tracks very slippery, enter "banana" as your 
name. To have unlimited super turbo boosts, enter "nitroid" 
as your name. 


Many of thesa namas can ba 
asad togethar. Just antar 
tham ona aftar tha othar. 
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Into the Tuiilight Zone? 


Here's one that came to us via emiail. To eee a fun cinema 
scene, firet enter "^VORTEX" a$ your name and press ''OK" 
to confirm it. Now press and hold the Reset Button on your 
N64. The scene will repeat after several seconds. 






It wnl take severe! seconde 
for the ecene to begin. 


"ybu're entering e I 
of sight end eound. 


c T 3r ■' 


entra flmmo 

Here's something we ^st stumbled across one day. tn multi- 
player Live and Let Die mode, try shooting ammo boxes with 
bullets. They won't blow up, as you might expect In fact, a 
few of them will split into two ammo buxesf 
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This trick worke jtet witk bsl* The exire boxes will regener 
lets eed not explosives. ete otter yos eolleci them. 






Super Uleepone 

To help you prolong the inevitable in Robotron 64, try these 
super weapon codes on for size. At any time during play, 
press Up, top C, Up and top C to activate a double laser. To 
switcb to a triple laser, press Right Right C and bottom 
C If you're really in dire straits, press Down, Down, Up and 
right C. You'll activate the triple laser and you'll leave 
behind a glowing trail that will destroy almost any enemy 
that touches it Each super weapon will last for only a few 
seconds at a time. 
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Uee die Control Pad Inot the 
etick) to enter e code. 


The effect will lest only e few 
seconds, so mete it coaiL 
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Code Hunter Corner: Ornery Orbe 

Some players have been having trouble with the Sword Orb 
trick for Secret of Mana we printed in Volume 102. As we 
mentioned, using the Neko save point near the tee Counby 
can scramble or erase your game file, and that's why we rec* 
ommended using an empty file. What we didni mention is 
fiiat using this point can also cause your game to freeze. If 
fills happens, you can reset and try again. Be warned, 
though; in some cases, this trick may not woric at all. 


If you have an awesome trick, password or code for our Classified Information 
files, drop us a line at the addre^ at the right. For access to even more cool codes 
and tips, check out Nintendo's official web site at www.nintendo.com. 


flintendo Pouiar 
Claeeified Information 
P.O. 8om 97033 
Redmond. IJJR 
98073-9733 
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Tfie \dr '^yiifi ix 0 p Mi»lfr «i •'ttu 
eld, the mwe ppim^yiM^tt eam. 

TrtEGAtF'V ^ 

CLOUDS 

V « vquaK'frf ^ -^4 At tfic'- 

game begim,'random blodcs y^l ^|l 
Yott need .to pjff^e the bbcks |Dgethor fo 
chcjoted ^arc areas to hold waten 1 (. yol; femem- 
ber playing' iUmpa'rt, yoii'H rbcidi building foi[ti^ P 
walls with puzalc ^fcc«;'Vou' have to do ttK seme 
Aing in Wehix, but your object is t)> build ditts and 
dams and prepare for the ilmpending storm. ' 

THE OELUGiE 

Whether you're ready or i^it, the WetrnTTiuns will 
arrive and tumble dawit across ypur landsagie. You 
must dp your best to direct the tmall and Uu^ tor^ 

rcirts ot water 

s 

into the fakes, 
rtVeis aitth 
-^iiyons yuu*'de 
created-with'Ihe^ 
1 )|ofdcs. SlHce^ 
you have no 
control. ' over 
how much water 

_ hd^ YOtt'll haw 


to do your best to ms (he 

your luck holdson h -ng e 


arrive «o ydu 


can repair any 
damage caused 


rains. 'As ■ the 


table exceeds 


die* saturatiojs 
poinb the rivcirs 
and lakes wifi 


overrun their ^ 

banks^ iind the excess water will drAta.Md 
and fill a beaker on the side of the sericfi. 
wHI end whoi the beaker p full. 



























1» idditlta ^ 

finihkj^tt^ y6mJ^<Mi^’iieL)l'M?Kb>9r^igk 
tq3£ sMtvjyrfail ft lPi^>da»>1b^onftw^lifti^ 

Iff tviifeik'ihsbintly Imeziii^ 'virytfiih^h^^ l^jich' 

Yip}Ttn.fidntft»l ifiN^' direi(l‘VQnlb% 4 f 


playing surbci* arrt-4frain -fh^ vKirtfti fnm^i)'^ 
I'jidsC^k:. ^riihtUs ^^reaf M 
h'k^s or ftv:ip(^'.ting. Iar||f. watUnds. Firaba^ 
wHI |lo towir lit rb^^lg 

'btc^ing ydu tlina. Yo continuv pfei/iftp Mti (thw* 
next kyel. . . 


If V juV- oh san H voa'v* i n d&titKf jiiaca 
line's up i«r • dr^p, you can usi die C lutton 
to shift'' tip Wcftu's isemstric paying fieki 


HEAD FOI^ 
HiOH C - 


/U'Li )<l tfi|d^t«i^ to specal^te 
•ft* Weffbc, '.111 -tile vtripnr 
.ti!yo*pl«y^lfb>ije.t?Utl btffbU. 
still incompi«dto,'Kti» couldn't fu 
•o’tthatpiszziafitnSwm b .^laylh 

ih*irk Inrl^r cttM a*iH iRtvA/ 
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Nintendo Power Volume 102 feetured secrets end etretegies for three of the toughest 
eerly levels in Duke Nukem 64. While this helped gemers get midwey through the geme, 
we knew thet sooner or leter moet hardcore pleyers would run into e jem or two before they 
reached the final bottle. With this in mind, we wanted to provide some edditionel atreteglee on 

I the finel stages, including e tip or two for reaching Area 51, one of the 
grooviest—if not the toughest—secret levels in the entire geme. So loed 

up end get reedy to rock! 


If you get your kicks bashing Alien bad- 
(lias, you'll love this months coverage of the 
trickiest spots in the advencadstagea in Duke 
Nukem B. In addition to outlining tips on defeating the 
alien mvaders and uncovering secret areas, we'll show 
you how to reach aacret stegee, hclading Area St 
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^ Increase your hit points 
by picking up the two Atomic 
Health power-ups hidden r ^ 
behind the security monitor at 
the hallway intellection* If you 
turn around to the left, you'll tHJ H 
see a button near the corridor ceiling* 
Shoot the button to open a hidden eleva¬ 
tor door* Dispatch the alien and ride the 
elevator up to a secret control room 
where you can save another prisoner* 


This prisoner is being 
used as bait to draw you into a 
nasty ambush* She's immune to 
grenades, so use a few to clear 
out the romi before you walk In 
here and save the day* 


UP ELEVATOR 


Nothing foils a trap or f jLie 
ambush like a good counter- 
trap* Set a few laser trip wires 
in the hallway before you 
venture forther into tNs sec- 
tion of the maze* A couple of ^ 

aliens will try to sneak up "" ^ 

behind you, but they'll never make it past the explo¬ 
sives you've left to cover your tracks* 


^ Increase your hit points 
by picking up the two Atomic 
Health power-ups hidden r ^ 
behind the security monitor at 
the hallway intellection* If you 
him around to the left, you'll tHJ H 
see a button near the corridor ceiling* 
Shoot the button to open a hidden eleva¬ 
tor door* Dispatch the alien and ride the 
elevator up to a secret control room 
where you can save another prisoner* 


where you found the I 

stumble into a room 
with an elevahM** Be 

when the elevator 
doors slide open—there's an alien wait¬ 
ing In the corridor. Drop a pipe bomb or 
two Into the water tanks to discourage 
the foes gathering on die main floor* 


You need the Yellow Key Card to 
use the Beta Transport* This means the 
aliens know you'll be boarding the Alpha 
Transport first* Clear out the car and use 
your grenade launcher on the truculent 
toadies waiting at the end of the line* 


yOLiJMi' 


DUKE NUKEM 64 


All aboard for the Gamma Itansport, the terror train bound for camega 
and chaos. The trick to surviving this level is to use laser trip wireeend 
pipe bombs to lay traps and clear out the enemiee ahead of and behind 
you, without stumbling into tha explosive traps and ambushes the aliens 
have hidden throughout tha complex* Unfortunately, there is only one 
way to comiriata tha level, so, like tha anamiee, know your timetable as 
well as they know tha schedule for tha 8:15 commuter express, they'll be 
waiting to meat you at every stop along your journey* 
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^ sprint for the 
Yellow Key Card and col¬ 
lect all of the other items 
in the alcove the moment 
you enter this chamber* As 
you turn around, a half 
dozen wall panels will 
open and slimy creatures 
will leap out at you* Use 
your shotgun to dispatch 
the aliens, then edge your 
way to the door in the cor¬ 
ner* Behind the door you'll 
find a massive monster 
armed with a shrinker and 
some razor-sharp claws. 
As you flee frmi the beast 
drop and detonate pipe 
bombs behind you* You 
won't be able to leave the 
area until vou defeat him* 


You'll stumble 
into a secret area halfway 
along the Beta Transport 
tracks* To And H, lean out of 
the door as the train rum¬ 
bles through the tunnel. 
Youll jump off the trans¬ 
port as it passes the open 
hde* Inside you'll find two 
Atomic Health 


wer-ups 


This broad crater I 
is swarming with explosive 
homing drones* The trick 
to defeating them is to lure 
them into chasing you TgBJjBBUMIB 
around the crater wall. As 
you run, spin around and 
blast ttiem with your guns. 

As long as you keep moving, you'll be able to \yipe 
out all of them without taking a hit K 


Aliens are waiting to ambush you at the end of die 
line* You can derail their plans by delivering a remote con¬ 
trol bmnb* Throw a pipe bomb on the Beta Transport, then 
watch the security monitor as the train arrives at the other 
station. Detonate the bomb when the doors open. 


There's a heavily- 
armed monster waiting to 
duke ft out the moment you 
deactivate the force field rn 
front of him* You can take 
this guy out without a fight if 
you roll pipe bombs up 
against the energy barrier. 
Projectiles can't pass through 
force fields, but the explosive 
power of the pipe bomb will 
always blast a target. 


After you deactivate the force field, you'll have a choice between exiting the ^ge 
3 t the bottom of the ernter and opening up a p3S$«ge that leads to Lunatic Fringe;, one of 
secret stages in the g ime. Either w£;y you'll have to step into the black monolith. There 
you'll find the normal sta^e exit at the bot- p ■ ■■ ■ « ^ ■ ■ ■ mm % 

tom of the pool. To find the secret passage, * • f y J 

k>ok for a crack in thw upper wall as soon as 
you step through tfie monolith. Use a pipe ^ ^ 

bomb to blast open the hole. Run :^nd leap 1 

up through the opening, then hit the seif- jil 

destruct button. You 11 find the strategies for 1 

completing Lunatic Fringe on die next page. 
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- Bleating everything in Lunatic Fringe won't buy 

~ you e ticket to the next level. The eolution to 
thie bewildering otege ie locked ewey in the mid- 
die of the central core. ViBiet you see inside the core Jr 
doesn't neceeearily reflect reelity, eo don't believe jfr / 
your eyes—unless you eee e huge elien pointing e 0 ' 

mseeive artillery piece et your heed. 


Dispatch the aliens that attack you at tfte stage uitrance, 
then shoot the four buttons on the walls around the chamber. 
Pressing the four buttons will open the core, but It will also 
release every enemy onto the main floor, of the stage. This 
strategy sounds suicidal, but it's easier to solve the stage puz¬ 
zle and find the exit after vou defeat all of die enemies. 


START 


^ There are two 1^ 1 f i j jL^JM ■ I ""It 

tough aliens inside the Ij; ^^ 11 f? : 'AwV-' - IT 

core. Standing toe-to- _ || 
toe and duking it out ( J 

with these armored * | '* 

beasts will result in 
nothing but grief and !*■ iK f i .. 

frustration. The tridc is to stand on the ledge of the core window and lob 
pipe bombs and grenades down on them. You'll find H easier to clean out the 
remaining pockets of resistance inside the core after these seedy characters 
have been eradicated. 
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To ^et out of the Uvel, prfSS thv alien palm print just inside the core. If you 
pr<.« the button and glance out the window, you'll see an open passa^ leading 
out of thv: level, but if you walk 'iround the comer, you'll see a solid wall nnd a 
big map. Wh-^fs going on . 
here? Iliink of each core I 

window as a rc'aview mir- L . L 

ror. What you're seeing is 15^1'' ' 

on the opposit.: side of the M 

core. You'll find that the C ^ 
exit is on the other side. 
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It teke# only 
one mieteke in 
Flood Zone to eend 
you to your watery grove. The 
twieting pesseges end sunken 
etreete in thie helf*submerged 
city will teke your breeth 
ewey—permenently. If you 
find you reelf constently end* 
ing up es fish food, remember 
thieNukem fishing feet: one or 
two pipe bombs will fillet the 
cetch of the dey. 


e AMMO s ITEMS 
e WEAPONS SECRE 
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ABOVE WATER 


Don't go diving off into the 
depths until you rescue the woman 

trapped on the rock i i ■ .. 

above the falls. Leap off 1 

the ledge and swim up | 

the stream, then turn 4 

around and let the cur* 1 .. ' 

rent push you back to 1 

the rock. r 


This secret area is 
tough to find, even if you're 
wearing night vision goggles. 
As soon as you leap off the 
falls, look for the strands of 
seaweed on the wall oppo* 
site the submerged office 
building. Place a pipe bomb 
or two against the wall to 
open the hole, then swim in 
and collect the scuba equip¬ 
ment, missiles and assorted 
ammunition. 


UNDER WATEI^ 


High above these 
ledges you'll find the Blue Key 
Card and and a hidden alcove 
containing missiles. Stand 
where you found the card 
and turn into foe wall lo find 
the heat seeking missiles. If 
you ke<^ climUng you'll end 
up on Flood Zone's lethal 
rooftop level. 
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Us« the missile launcher or 
other explosive devices to take out 
the high flying hot shot and his 
fancy Jet fighter. If the alien closes 
in before you shoot him down, 
swhch over to your pipe bombs 
and leave a trail of ftery shrapnel 
along your escape route. After 
you've smoked the jet;, leap off the 
roof and land on top of the flashing 
electric sign. Here you'll find an 
Atomic Health power-up and 
anodier prisoner. 





If you guessed that . 
this is an elevator shaft, 
you're exactly right. But 
you'll run out of air if you 
wait around for a lift. The 
only way to the top floor 

up the elevator shaft. Keep 

your shotgun or pistol ready — after you reach the top, 
you'll crash the extraterrestrial party currently underway 
in the penthouse suite. 


There's a ton of 
trouble waiting for you 
beneath the surfoce of this 
dark water. Don't jump in 
until you scatter a cluster 
of grenades across the pool 
and dear out the baddies 
lurking In the depths. 



If you detonated 
grenades or pipe bombs to 
clear out the pool, you 
won't have to fight your 
way to the elevator shaft 
that leads to the room 
with the Yellow Key Card. 
If you're having problems 
finding your way, see the 
big picture by activating 
your night vision goggles. 
Your machine gun will 
clear out the enemies in 
your way. 






Once you get the Yellow Key Card you can turn 
around and swim back up through the building, or, if 
you find yourself short of 
breath, swim behind the 
red curtains. Inside you'll 

find a tunnel leading up | A { 

to an air pocket and a 
teleporter. The teleporter 
will take you back to tiie 
start of the stage. 
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Use the Yellow Key Card 
on the door inside the white 
office building. The door i^Ksns 
onto a stairway leading to die 
roof. Load up on ammo and 
hems, then watch your back— 
there's a flying jet jockey waiting - - 

for you to grab the Atomic Health power-up above the 
stairway door. Nab the power-up, then ^in around and 
fire a spread of missiles. Rhenish your health by pick¬ 
ing up the second Atomic Health power-up out on the 
buildii^ ledge. 


& 




After you've 
cleared tfic roof, go back 
down die stairway and 
swim into the basement. 

Shoot die button on the 
wall, dien swim through 
the open door. You'll 
find the Red Key Card 
beneath the red neon sign across die street 




If you haven't 
guessed already, there's 
a final jet jockey waft¬ 
ing for you to walk to 
the Red Key Card door. 

Blast him, replenish 
your energy, then stock 
up for one last batde ■ 
inside the rooftop storage room. 
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You'll have to work ^ 

secret place. Vault across \ MH^Ib ^ 

the counter and activate LSiM*" • " l« 

the cash register on the ^ 

left—the one without a ■ i ■■ A i GC*7 H H 
dollar bill by h—then run back to the candy machines in the other room. If 
you're fest enough, you'll reach the door before h closes. 


You'll find another secret area and a plasma 
gun in a room behind the Duke Nukem billboard. 
Climb up the wall above the smoking helicopter 
and leap to the ledge beneath the sign. Inch along 
the ledge until you find the hole in the canvas. 


It's a little too quiet on the set of Studio 1 7A. 
You can avoid a potentially lethal ambu^ by soft¬ 
ening up the room with grenades and pipe bombs. 
Use your machine gun or other small arms to clean 
out any remaining pod(Cts of resistance. 


^ Some wise guy painted graffiti over the but¬ 
ton on the USA sign in Studio 17B. Press against 
the letter A to activate the swHdi. The hidden 
siwitch opens a secret place next to the sign. Inside 
you'll find three prisoners and some heat-seeking 
missiles. Load up on the goods, because a squad of 
aliens is sneaking up behind you. 


This might be a hard hat 
area, but Body Armor is the 
required attire when you're clearing 
out the construction sHe. The sign is 
actually a lever—stand in front of it 
and open h like a door. You'll find an 
open panel on the other side of the 
aate. This open box is the last 
secret place in thk stage. 


Watch your step when 
y'ou'r^ rescuing the prisoner in the 
lewers—there's an open ph just in 
front of you. You can take a running 
leap or use )«ur jetpack to dear the 
^p. After you've saved the woman 
ind collected the Atomic Health 
[Miwei^ups, take a step backwards 
ind fall into the pit. You'll find the 
itage exft at the bottom. 


This studio resembles 
the bridge of a space ship. The 

Red Key Card is sitting on the S3 , 

captain's chair. If you activate BO ^ 

the security monitor, you'll B' - * 

see the entrance to Area 51, Py 

one of the secret levels in the p 

game. You must follow Steps Six and Eight to reach Area SI. The other swftch 
near the chair activates a hidden panel on the other side of the studio. You'll find 
a pair of night vision goggles behind the panel. 


^ ' The Movie Set etege ie e big fork in the roed: depend¬ 
ing on where you go In the etege you'll either end up in 
Rebid Ifeneit, the 26th level in Duke Nukem 64, or you'll find 
your wey to Aree 51, erguebly one of the cooleet end tougheet 
plecee in the geme. Read up, then chert your course. 









START 
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The Area 51 aliens have sent oot a welcoming committee. 
Clear the path ahead of you with the grenade launcher or pipe 
bombs. If fight gets too intense, switch to your plasma gun. One 
powered-up plasma chai^ will usually clear an entire room—a 
survival tactic you'll use throughout tiie next level. 


- Not by a long shot, straight shooter. Ybu're still four 
levels away from trading blows with the heed honcho 
and mastermind behind the alien invasion. Luckily for you, 
most of the combat techniques and clues you've picked up 
in this review apply to the rest of the levels in the geme. If 
you remember our advice and keep your wits about you, 
saving the world will be a piece of ceke. 


The Red Key 
Card opens a utili¬ 
ty room door. This 
room looks ordi- 
' nary, but there's an 
important electri¬ 
cal switch that controls both doors leading 
to the Movie Set exits. If you flipthe switch 
and check the security monitor, you'll sec 
the door that connects you to the Rabid 
’ Transit stage open. 


If you walk down these subway 
fairs, you'll be on a one-way trip to the 
tabid Transit stage. Hidden along die 
teps are explosive charges 
hat will seal off the passage 
lehind you. If you plan on 
exploring Area 51, do not 
valk down the stairs—move 
'long to Step Eight Instead. 


When you flipped the electrical switch at Step Six, a second door 
opened on the opposite ^de of the Movie Set. You won't see this door on a 
security monitor, and it's very cfifficult to reach. Fight your M«y to the other 
end of the stage and enter the open door 
leading to the sound stage. Defeat the mon¬ 
sters and press the red alien palm print in 
the fireplace. Pressing the button opens a 
small door at the far end of the room. 













































^ Dlddy Kotig fUctug 

i is in session, and we'ii put you on the 

/ tracV to to t he head of the ciass (and the pacV)! 

racing each of the eight main racers on^ach of the tracVs 
Timber's Tsiand, we were able tojpap out the 
best shortcuts and^hart'^Suf best tap times. 

^ Who^he beffracer for which course? 

*Tnroil in DKK school to find out. 


Trademark of Nintcnaa.^1997 
Dkddy Kong, Banjo & Krun'chchar 
licensed by Nint«nd' ** 











Save time with a dozen detours. The A on each map marVs 
the shortcut's entrance, while B is its exit. 



Fossil Canyon 

Why drive around the lake when you 
can boost over it? Rocket from the 
course's second zipper so that you 
jettison near the left canyon wall 
When you touch down, head for the 
nearby zipper to launch your car over the 
lake and toward the tunnel entrance at the 
opposite shore 




Volcano 


By taking the right 
passage in the lava- 
filled tunnel, you'll 
have a straight flight 
path through the 
cavern's first 
stretch The short¬ 
cut's easy to over¬ 
look, but if you fly 
around the stalactite's right side, 
you'll be able to make a 
beeline for the detour 


Whale Bay 




Rather than cruising around the pirate ship docked 
in Whale Bay, take the inside line by boarding the 
schoon©* and detouring on its deck Whenever you 
approach the back of the boat, the whale will peep 
Its head above water. Using the whale as a ramp, 
race up its blubbery back, hop on board the ship, 
then hop off by the tree that grows near the left 

side of the ship 


Crescent Island 




Cutting corners will also cut your time 
down, and one of the best comers to clip 
IS Crescent Island's As you exit the final 
tunnel, hold both the R and B Buttons 
while turning nght to sharply swerve 
into the hidden inside 


m NINTENDO POWER 


Pirate iagoon 




Enter Pirate Lagoon's 
final zipper in order 
to propel your hov¬ 
ercraft over the bar¬ 
rier reef If your 
steering is shaky, 
you'll botch your 
attempt at clearing 
the wall, so try It 
only if you're a con¬ 
fident and capable 
captain 


Walrus Cove 



While Other racers will follow the course's zigzagging 
path, you can save time by going off road and blaz¬ 
ing your own trail When you exit the last tunnel, 
boost from the zipper to the snowbank on 
the right Plow along the bank, cross the 
road, then head for the left rock wall to plow 
through another snowbank 

















Walrus Cove 



Break away from the pack by taking the road le^s trav¬ 
eled Walrus Cove's final stretch forks into two paths, 
and most racers motor down the pathway on the 
right Though the narrow left path leaves 
little room for shaky steering, it'll be the 
quicker road to victory. In addition to being 
the shorter route, the left road also contains 
the course's final road zipper 
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Saawhall Valiey 






The red arrow 
visible from 
Snowball 
Valley's 
starting line 
warns you to 
turn right 
Arrow, shmar- 
row* Ignore the 

sign and swerve left as you approach 
It /Vound the bend you'll spot a 
Christmas tree with a tunnel to the 
right of It. Barrel through the pas¬ 
sageway, then, as soon as you spot 
the tunnel's exit, slide to the right so 
you can keep the inside line and reach the nearby road zipper 


i 

O 


frosty Village 

The mam path zigs and zags, so unless 
you want a case of whiplash slowing 
you down, cruise along the left or right 
shoulder. As soon as you exit the tun¬ 
nel that leads from the houses, head off 
road toward the left or right lamppost. Both shoulders 
will get you to the next tunnel in about the same amount 
of time, and both feature a senes of zippers 




Greenwood Village 




Greenwood Village's wishing-well 
shortcut bypasses the widely curving 
road that leads to the town's caves 
To take the detour, race directly 
toward the well, then swerve into it 
so you're facing right When you hit 
the bottom, you'll be fricing the cor¬ 
rect direction to launch from the 
shortcut's zipper. As you boost from 
It, veer left to merge back on course. 


Boulder Canyon 



Tne castle's murky tunnel splits into two passage¬ 
ways, and even though the left passage spits you 
out farther down the river, ftie right passage is 
the quicker and shorter route At the fork, 
hover through the brighter passageway on 
the right The detour will not only get you 
the river faster, but it will also plop you near 
a zipper ftiat the left tunnel bypasses. 



Tricicy Challenge 




The race against 
Tricky the tri- 
ceratops is the 
only boss chal¬ 
lenge with a 
shortcut Just past 
the third Blue Balloon grows a grove 
of shrubs. If you turn left into the 
budies, you can shortcut through the 
middle of the spiraling mountain. 
When you emerge on the other side, 
turn left to get back on track. 
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fossU Canyon 




Ean}o 

TipTup 




By averaging our best tap times, we've formulated NT's 
breaVdown of each driver's performance on each tracV. 


Ancient iaVe 


The shorter the bar on the 
graph, the shorter the dri¬ 
ver's lap time in seconds, 
so, clearly, the turtle waxed 
the competition. Quite the 
shell on wheels, TipTup 
gets our vote for best racer 
in Ancient Lake 


Squeaking in at almost half a 
minute per lap, Pipsy has no 
problem eking out record 
times in Fossil Canyon. Her 
superior handling and accel¬ 
eration make her especially 
adept at cleanng the comers 
and shortcut 



Heavier characters tend to 
handle better in airplanes. 
Banjo, with all his bulk 
{what's in that backpack, 
anyway?) swooped in with 
the best Jurassic jet times in 
our test flights. 

^ NINTENDO POWER 


Jungle Falls 



Pipsy's top Speed may be 
low, but the mighty mouse 
more than makes up for her 
slight sluggishness with her 
ability to keep the Jungle 
Falls inside track with her 
tight cornering 
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^ TipTup 




Without a little weight, air¬ 
plane pilots can have a tur¬ 
bulent time in the skies 
Pudgy Bumper, who ranks 
in DKR's second heaviest 
weight class, proved to be 
Everfrost Peak's swiftest and 
steadiest glider. 



Sncni/baU VaUey 


Chalk Up another win for 
Pipsy! With the tightest han¬ 
dling of the bunch, Pipsy can 
easily swerve through the 
course's zigzagging tunnels 
and past the avalanche of 
rolling snowballs. 


Walrus Cove 



47:66 ^ jsmiD* 

41:88XfilSCTI 

41:10 QlAgg37 


TipTup 




Yikes. Krunch is the clear 
slowpoke in Walrus Cove 
While the other charact^ 
clock in at about 4*1 seconds 
a lap, the Kremlmg trails 
behind by 6 seconds Surely 
if he had average handling, 
like Bumper, he'd fare better 




frosty Village 


Driver weight seems to be 
the biggest factor affecting 
performance in this course 
The times we pulled off indi¬ 
cate that the lighter the dri¬ 
ver, the better the time in 
Frosty Village 
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«ft)et Islaucf 



Whale Bay is the most basic 
hover course, and its simplic¬ 
ity makes it manageable for 
any racer Timber, Krunch 
and TipTup represent the 
three main weight classes, 
and e«ach finished a lap in 
under 22 seconds 



I 3433 
C 34:1 oT fi 
C 34:28W 
C 32:48' ^ 

C 33>48' (S 

C 30-96' ^_ 

c 31-61 
C 31 :68T^^ 


ixnjjs? 




TipTup 




Crescent Islaixf 


If It's a road race with plen¬ 
ty of tight turns, leave it to 
the lightweights to pull in 
first. TipTup leads the pack, 
with Pipsy and the slightly 
plumper Timber not 
far behind 


@ NINTENDO POWER 


Pirate lagoon 



TipTup 


While all hovercraft pilots 
performed at about the 
same level in Whale Bay, 
Pirate Lagoon's stats show 
that a little weight and solid 
handling will help you nav¬ 
igate through tricky and 
twisting waterways. 




Treasure Caves 



C 20-63 TCT3SB 

[ 20:11©XAjJJjSj’l 





Cbnler. 


TipTup 


C 2051 -S 

CS' 2 oM 





The best traits of Bumper and 
second-place Conker are 
their heavier weights com¬ 
bined with their not-too-tighl 
and not-too-loose handling— 
particularly helpful for taking 
on the sudden curves of 
Treasure Caves 
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I 43:06 

Qiijfe 


C 42:91 X CJ 
C 4355W 


TipTup 


iTrtTn!x;Ti 


WincftnUl Vialx^s 


All racers clocked in similar 
times. And while heavier 
characters tend to perform 
better in planes, lightweight 
Pipsy edged out everyone. 
Her tight handling came in 
especially handy. 


Boukfer Canyon 


Boulder Canyon pits pilots 
against log jams and twisting 
watenA^ays Too light to avoid 
bobbing off course, both 
lightweights wiped out, while 
light-heavyweight Conker 
beat their times by more than 
three seconds 


Greenwood Village 







[ 35:63' ® 
C 35:03'E 


Diddy 


toiija? 


Ea 




TipTup 





The heavyweights clumsily 
careen through Greenwood 
Village's switchbacks of 
zigzagging tunnels and hair- 
pin turns. Pipsy the 
mouse, however, can easily 
scurry and hurry around 
every unpa'dictable curve and 
bend 





Haunted Woods 


TipTup's tight steering pre¬ 
vails in this neck of the 
woods, so heavy we i ghts 
don't have ghost of a chance 
navigating the haunted track 
and Its willy-nilly turns and 
circular pathway 
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Each driver is suited for particular driving conditions, hut 
here's how we thinV the racers stacV up. 

flpsy Contor 



After racing each of the eight main 
characters on each of the tracks 
on Timber's Island, our test drive 
results put Pipsy in the pole posi¬ 
tion. She's a difficult ride for 
beginners and she's not perfect 
for every course, but with the 
tightest steering in DKR, Pipsy, by 
far, IS the game's big cheese 



After Krunch and Banjo, 
Conker is the fastest of the 
eight mam racers His han¬ 
dling isn't as squirmy as 
theirs, but he's still a tough 
nut to crack If you can 
master his slippery steer¬ 
ing, you could leave others 
trailing behind your bushy tail 


TtpTup 

With TipTup sliding in with the 
second best overall racing perfor¬ 
mance, the turtle proves that in 
general, the lightweights are the 
best racers. Like Pipsy, he has ore 
of the lowest top speeds, but his 
swift acceleration and tight han¬ 
dling more than compensate for 
his shortcomings. 



Diddy 


Since Diddy is slightly slower than 
Timber, DKR's other average 
racer, the chimp didn't fare as 
well as the tiger Regardless, 
racing upstarts should use 
Diddy to get used to the cours¬ 
es. With practice, you can pull 
some tncks out of this Kong's 
cap to shatter record times. 



Bumper 



Whoever said, "We don't need no stinkin' 
badgers,^ never met Bumper. With middle- 

of-the-road han¬ 
dling combined 
with above average 
speed. Bumper is a 
quick ride whose steer¬ 
ing isn't overly sensi¬ 
tive. 



Sure, heavyweights are great when they're 
steadily weighing down hovercrafts or planes, 
but with Banjo and Krunch at the back of the 
pack, our test drives show that the heav¬ 
ies are usually the more challenging 
drivers to use Banjo does have a high 
top speed, but his weight can make 
him awkward to control. 


Timber 


Timber is one of the most aver¬ 
age characters, with handling, 
acceleration and a top speed 
that IS just in-between. And 
that's not a bad place to be The 
tiger driver works well for 
beginners and can turn out an 
impressive performance on any 
course and with any vehicle 



Krunch 


Many DK racers will a^ee that 
Krunch is one mean dnvt'r to 
get used to. ffis steering 
squirms like a buttered snake 
on ice and he accelerates as 
quickly as a snail on a tread¬ 
mill. His top speed is high, 
however, so save him for cours¬ 
es with gentle curves. 
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Tl)e Power SIkfe 



To race your car around 
corners or into tight spots 
without losing speed, hold 
the R Button while turning to ejcecute a power slide To nab tricky 
Silver Coins, power slide while moving the Control Stick away 
from the coin so your rear bumper will swing into your prized 
pocket money 


The Super Boost 



If your car, hover or plane is spewing out blue flames, then your 
vehicle is boosting at maximum power To start your race with the 
blue super boost, hit the A Button just as "Get Ready'" fades from 
the screen You'll also gel a super boost if you let go of the A 
Button before hitting a zipper or using a balloon boost. 


Sea supping 


Them Turn 
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Of the three vehicles, the hovercraft 
can make the sharpest turns By press¬ 
ing the R Button, you can make your 
hovercraft hop If you tap the Control 
Stick to the left or right while your 
craft IS in midair, you can turn a full 
90 degrees to conquer corners or 
reach out-of the-way items 


Tfie fWiisf) lines 


Ttie TanVings we've ctianed are ttie fruits of our own find¬ 
ings. See tiow you stacV up by evaluating tbe racers in your 
own time trials. With plenty of drivers to cboose from, 
try injecting a fuel-burning challenge into CKR by 
using tbe racer you've ranVed as tbe course's slowpoVe. 


While the plane and car can't turn as sharply as the hovercraft, 
both vehicles can still pull off some tight maneuvering By hold¬ 
ing the A, B and R Buttons as you turn in your car, you'll tilt it on 
two wheels, enabling you to make a hairpin turn You can also 
turn your plane on its side by holding the R Button, and we rec¬ 
ommend holding it for your entire flight 
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1997J«opafd, 


GameTek’s newsuper- 
realistic verson oijfc 

fdr tlie.i3f64 . 
comes complete witli^ t 
Alex. Vazina and 


spin. It Has all tHe 
real feel Of the clWssic 
game show, and with 
its wideyariety of 
bat^ories, it will' 
have you g^uestioning 
all those answerjs... _ 
with a little help! ? 
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A « 



Iti 


4 




























TH€ CLecTRonic Lineup 


Of course^ this isn't the first version of Jeopardy! to 
hit Nintendo systems. Far from it. Super Jeopardyl 
debuted on the NES in 1991, and Super NES titles 
include Jeopardy! Featuring Alex Trebek (1992), 
leopardy Deluxe Edition (1994), and Jeopardy Sports 
Edition (1994). The Game Boy version, which has the 
feel of a classic game show, brought portability to 
the mix when it came out in 1991. 


What's Deluxe about 
the Deluxe Edition^ 
Updated graphics and 
new categories 


Game Boy Jeopardy! fee* 
tureda smiley guy as the 
host not Alex Trebek 


LeT's mecT oup 

conTcsTflnTs 


If you've ever dreamed of Iwng on Jeopardyl, but were 
afraid of how you'd look on television, here in the N64 ver> 
sion you can try chi all kinds of different bodies. Pick some¬ 
one like you, or choose a (Tifferent look entirely. In the 
"Player Settings" mode, you can set either a human or com¬ 
puter player, give your name, ^nd choose yemr look. Ilfcro's 
)»* skill differenceamongtheCharacters. ' > 


Feel like behm e woman vrith biy 
hair? Tell guy with e bad tie? Now 
you get to chooee from many real- 
iatic contestente. 


DIfFICULTy 

seTTinGS 


Double 

Jcopdfvii 


Jeopardii 


You can set the difficulty level for the questions depending 
on how much chailei^e you want: Easy here is pretty easy, 
and the Expert level seems to be about the same level as the 
TV show. With "Answer Display Settings," you can also 
choose whether of not to learn the correct answer after a 
wrong gue^. The ejuesfions will be repeated, so not learning 
the answer will k^ you guessing. 


> IN igS7, HB SET 
"DISTANCB BBCOBB 
BY PLYING FBOM 
NNW YOag tOPABIB 
WITHOUT 
BBPUBIING 


li|giaqpunim|Aq3 
SOM oqM 


{BuoABJ Ate tei|M 


Double 

Jeopardii 


Doi^tfle 

Jcopardij 


Jeopardii 


Jeopardij 


THE ABOMINABLE 
SNOWMAN IB SAID 
TO INHABIT THE 

ICSPBOIALLY THT3 
HIGHEST PEAK 


rrSTDEPliBSHY 
FOLD OP SKIN 
HAT HANGS PBdl 
THENEOKOFA 


9BS WEBSLINGBB’ 
IS A NICKNAME 
BOB THIS MAB.VEL 
COMICS EBBO 


OHOOOLATl'^ 
&ALI)QHTEB ■ 
VERSION. AS WEU 


{ucttuapjds s! oqM flsaiaAa junbw si leqM Jb 


tXoM Xj||!W tj leyM 5b 


taiHCM aqr sj TeqM :b 
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QHMLM • tMlMlp. So 
how pichHii out any tivo 
lottoro, T ooi V ijulck 
}yfltttvocito'*ltity*? 
itiot%prattyslick 


Don t got cocky and 
accept an aariy option, 
like ‘lirchono* hora. You 
may neadtooell the 
whole thing, *biGfcan 80 iL 


COMPUTER 
PROVIDES CLUES 


tmU* . J ? _ 

IWWr — — 

lOCtilL AStUllA. 
emracQraiRMCinnn 
pi n M ca n ii d n in a 
I j nff ff n Df30 u fi nil 


Ba careful, tiiough. This 
misspalling of ''Michael 

Afiiallo*for-- 

nMichalangalo* wasn't 
gccaptad. even though it 
sounds right 


n»rH 9 


Notice how "Vitamin C" 
worhs, but doasnt, 
although ith obviously 
Mrract This mode con be 
a little frustrating. 


Mi 


C% |!r« ftt ^ 


Daily Doubles era usuelly 
hiding in the two highest 
levels of,.4i«ategorK ** 
go thero first. 


to SPCLL OR nOT 


TO SPCLC, 


How do you mpuod the question rf you don't have a key¬ 
board! Tbi M4 version has three options. The firsts Computer 
Provides Clues, is the nfost flaxibla form of play You pick letters 
and‘Ifae oompotttr ptpvides possibilities for you to choose from, 
so uH'f CfueUl, nor do you need to spell out long ques- 

fionSi tn Loose Spellihg. Acc^)ted^ you have a litt|o leeway* in 
ai w tf er h i g bm^ybu niurt spell it all out, and in Exact Spelling 
Required (foitUH^) yuu must be perfects 


This option lets you guess 
at names you can pro* 
nounca but can1 apalk- - ~ 
such as suggastifig 
"JJI R.Tolkin"for 
Tolkien* 


EXACT SPELLING 
REQUIRED 


, lT'S..wJ€OPARDV! 


THC DAILy DOUBLCS 


•* 01 tfi« tofiK-funning television game show, you must give 
your aiKwera in the form of questions. You gain points by 
responding widi the ior^iiect question, according to^e money 
amowi^MdJBae pointi: with incorrect guesses and lost bets, 
lather than folloyving e dme limit, in tills version, you must fin* 
ish an entim cation before moving on in the game. 


mmmopovm 


There’s no time limit hers. Select 
a catagor^adoller eniouBt,and 
etert questioning. 


One square hides a secret Doily Double, which lets you bet on 
tiid right question. If you feel you know the category well, it's 
usually besttobet all or most of whet ypu have;-it can-boost you 
ahead. The computer, on the other hand, will always bet conser¬ 
vatively. Try to find the Daily Double before others by hunting in 
the high doller amounts of e category. Ihe computer will always 
move from lowest to highest, so you have an advantage. 


Unlike the TV show, no 
otiier players get e 
chance te amwer if the 
player is incorrect. 


nr 


r*. tn 4 


nni HRifv Q iom n nfi m'4 

MMIJ PICV MUdD Rfl n tl 

^mS1S6 

T-j-tST 


fUtM . 


c»c»an 


X 


AA» 


Here ysu not only heve te 
hnovirthe question end its 
exacfepelimg. but the 
exact format Jeoperdyl 
wantt entered. 











...I'LL TAKC ninrenDo 

pouicR roR one HunoReo 

A: THIS CHARACTER GRACED THE COVER OF THE 
FIRST ISSUE OF NINTENDO POWER. 

iOiJBVV SI OHM 

A: HE IS THE PRODUCER OF YOSHI'S STORY. 

jB>|nz3i iHSB)iBi SI OHM 'b 

A; HOWARD DISPENSED CAME INFORMATION IN A 
COMIC STRIP WITH THIS CARROT-TOPPED SIDE 
KICK IN THE EARLY YEARS OF NINTENDO POWER. 

^jaisa/sj SI OHM b 


A; THIS COLUMN, WHICH FEATURES CODES, IS THE 
FAVORITE OF NINTENDO POWER READERS. 

juoii^uuo^ui pa!/isse|3 si icq/w 


A: NP RECENTLY CELEBRATED THIS ANNIVERSARY 
NUMBER OF ISSUES. 

^paipunH auo si jbhm b 


JEORARDYI 


IT'S Time fon 

f inAL jeopARoy 


Ori the game show, of course, all contestants scribble their bets 
and responses furiously on their podiums* Here, things work 
differently* In this last round, where you can bet anything you 
like, other players are asked^ to turn away from the screen 
while the controlling player makes a bet or writes his or her 
question^ Think carefully about your .bet>ll-you4iavc e com- 
piAer player In the round, keep in mind that it will always have 
the correct answer—but rt will also always bet conservatively* 


Odier players must turn 
away whila you make 
your mgar based only on 
hnowiag thecetagar^ 


Bat enough to Blaal the 
computer, which Will 
always bet low hat wiH 
surely guess fight. 


Other players must looh 
away while you mspond 
as the famous Jaepardyl 
tbama tieks down^' ^ 


When all wagtrs ere tel 
lied, final scorns ere 
given, atd the Jeopurdyl 
'vchempioa is Demed. 


THRee COI\T€ STARTS 


In leopardy! for the N64, up to three human players can cmi- 
pete* When fewer than three live contestants compete, you 
will almost always be able to beat the-computer to the buzzer, 
but once more than one human gets involved, the game 
beemnes more of a battle of buzzers. You may need to practice 
the timing of the countdown ^so that you can beep in just as 
that disappears. Playing with three players, you learn from 
others' mistakes* Look at their questions, then jump in after a 
fr'iend foils* 


PLAOP 

AAleckl 


Whan human opponeifts stap 
to the pedhuns. you have to ba 
quick Duzzing in* 


HIS GAme PLA^ 
LIK€ THC SHOUl 


It'* the smalt stoff that makt'-s leopardy for thv 
NM more fun than previous yerd^.'The hew 
qilions for entering response quelfHons and Alex 

Trebek's animetion and voice all contribute to the 

* 

feeling of real competition* It'i the next best thing 
to being on the show—and the whole world 
won't know if you give the wrtmg questionl 
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□UR DESTINY RWRITS « 


K ll wrMtling. 

r youMI find 
V Fighter’s 
Destiny for 
the N64. Ocean’s 
inique fighter, 

:ked up from 
jineer in Japan, may 
turn out to be the surprise, 
l-to-hand brawler of the year. 

4 • 

1097 fmagine^r 

vs COM 


vs 

BATTLE 


Are you ready to be jud^? In Fighter's Destiny, winners prove their dcill 
by scoring points against their opponents with throwdowns, 
knctd«iown$ imd ring outs. Ten fighters compete in tfie one-player Vs. 

Ctrni tournament, but the single-player modes also include a survival bat¬ 
tle, speed battle, and rodeo, in which you face a ninja cow. Winning the tournament unleashes new 
special moves, which may help you win the Master Challenge. Filter's Destiny packs in variety, strat¬ 
egy, speed and an excellent audio and graphic presentation. It is your destiny. 


MASTER 

CHALLENGE 


RECORD 

ATTACK 


TRAINING 
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RGHTER^S DESTINY 




SctNing points ts what it's all about in Fighter's Destiny. 
Points can be recked up in six ways, ell of which ere detailed 
below. If you score seven points in the Vs< Coen tournament 
egainst en opponent, you'll win the reetch end reove on to 
face the next fighter. Get the point? 





RING OUT 


Tonsing ouponenin out of the ring neents 
drsmetic, but you'll eerniust one point for 
the effort When o(^onentn heng ott the 
edge ot the pletfomi, stny back nince they 
nwy grob your ankle and throw you out 


THROW 

DOWN 


Wortk two pointn, the throw down begins 
with e hold move end ends if you nuccens' 
lul drop your opponent on the met The 
nefent time to attempt e throw down is 
whee you get behind an opponoet ' . „•. 

w 







JUDGE 


r, 


ff eeither fighter seem e point withm 30 
seconds, tke Jedge will award e single 
oint to the mont effective fighter, 
nntead ot letting the Judge decide, you 
$hoM try to make e throw dowe quickly. 




OOWN 


It inn't eeny tc keock ae eppeneat off 
his or her feet, but it’e wartblt since 
you'll ncore three points. Using your 
dkereetor^ powerful moves orcombos 
in tke kest wey to eccompli^h.tkin. 



JUDSTS 


POINT 






COUNTER 


SPECIAl 


Countermoves, worth three points, are 
about the toughest moves to pull off in 
Fighter^ Destiey. perticulerly egelnst 
ntronger lighters Try counterieg emove 
after hanging off the ringis edge. _ 


Speciein score four poiets if you uSe Ikem 
while your opponents ore ntunned. The 
ckerectere' grebes change when they 
become stunned, hut this staggering 
ntete won't lest long. 


hpmd soinu Uvtm in the T^ing mode learning all the move$» 
counters, ^woals, eerM combos add other moves for your 
dioseri character. Your sparring partner, Robert the robot, 
won't fight back, and yoult^^ ell of yourmovtw dia^ammed 
on-^CTceoand the strengdi of the moves^as you perform th^. 


NORMAL 


AERIAL 


Look for the effect of each move on 
Robert Some moven cea be used for 
throwdowfis or kimckdowns against 
Robert, but they may not have the same 
etiect on all ol your opponents m the ring. 


/Urial combos begmwhen you knock an 
opponoiit mtc the eir. Tbe Master $ug* 
gents e move that you can use to do lids, 
thee ke gives you advice en whet combo 
moves nheuld follow. 


SPECIAL 


The Mooter teaches you haw to break 


Practice spaoiafs agamst e woozy Rokeri 
to so# the effect If you perform the ape* 
del move corrsctly; the game indicelen 
that e special hen buna used, which 
meenn deal it would he worth four pemts 
m real combat. 


holds end ture defeat into wetory udng 
countere against punchen, kicks, throws, 
locfcn. sfid other moves. Master the 
escane and you'll keve littP te leer. 


IpaiNmiiiiH 
ll SubUkUJIll 
I* 

^ MH 
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Probably the most^*^****^*** 
^balanced fighter^ Ryuji has strong 
defensive and offensive moves. He 
is fast/ as well/ and he sidesteps 
1^^ quickly using the 3-D Button. In 
addition to the moves listed 
^ beloW/ the Mach Fist is devastat¬ 
ing <igainst many opponents. 

s . River Surface Kick 00 D O D 


special AtNAk 


Nrdden SklH 




O D-fU 
Mach Buster 


OOOO u 

Skinra-Bansko*Zan 


Quick and unpre-^“*“ 
W dictable as an opponent/ Ab 
r is one of the must entertain 
fighters because of his coioi 
moves with names such as 
Prawn Kick and Snake Sword. I 
Heaven Thrust is an e; 
knockdown move at close range 


Heoven oo 


Hidden Skill 




OOOO u 

Hell Hyakuretsu-Ken 


OOO u 

Flying Fisk 


H This native of Hong Kong 
packs an incredible punch into a tiny 
frame. Her health bar may be short/ but 
she's quick enough to avoid many 
attacks. Her Spir«d Jump is an effective 
knock down move from a distance. 


Ska-Kqfl^Tsui. O UU 
Ski-Ka-Rei^QH OUUU 

RensJiU’Haslili UUUO U 

Skill 


ooou 

4tk Gats TkunderKick 


UUPUUDU 

Shisan-Mqngan 


P'^werful 


Quicker than the other 
heavyweight fighter/ Bob/ Tomahawk 
!is explosive/ and he charges into the thick 
of things. In addition to the moves shown 
here/ we recommend using Tomahawk's 
powerful hold and drop moves like the 
Brain Buster. 


DgubleHaak UU 
^ . r Drop Kick OO UU 

Dragon SUaper OOOD+U 

Hidden Skill • 


OOO D+u 

Giant Swing' 


OOO u . 

Final Bomber 


OOOOOOOO { Arrows Indfcote Control 

Pod or Stick diroctlon 


U a Upper ottock buttou D e lower attack buttoo 
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jM With somersaults, spins 
^ and flying kicks, Pi^re the clown is 
a master of trickery and misdirec* 
^gVtion. In addition to the moves 
given below, use the La Tomada 
and Conductor knockdown moves to 
earn big points. Next to Abdul, Pierre 
\ has the coolest moves. 


This Spaniard uses 
^ sophisticated martial arts spins and 
^ kicks to counter the strengths of 
V other fighters. The Jolt Back 
Knuckle is a simple counter move 
^ to use against punchers. The 
Dragon Riser is a good close-range 
knockdown move. 


Air Kick OOUUU 

Bock BtHerfly OODD 

Rolling Crazy OO D-i-U 
K!cfcf«n Sklii 


Ttornodo. O MUUU, 
%-derHll OODOa 
Mo(izoHtol Boil OUUD 


Special Attock 


y Perhaps not quite as fast 

as Meiling, Valerie has more staying 
power and better defensive skills, and she 
specializes in aerial combo attacks. Use 
the HO'Ka followed by the Double*Wall 
^ Palm. The Dragon Palm is a knock* 
down for close and middle ranee. 


ooirou 


•HiftiTiiM-* mntr 


Ob+u- * ‘OOdbu 

Holly Stnr Wkip HoovenEorthBrNker 
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OOO D+U 
Fronkensteiner 


OOOu 

Vory Mysterious Dnnce 


OOU 

Plasma Heel Break 


OOOOu 

|uper Nov(t 


rp 

IC 



O b+u - 


Powerful 


This brawler from 
Brazil is the strongest flghtcr in 
the game, but he is slow and 
he's susceptible to attacks 
from the rear. At close range, 
the Hammer Knuckle and 
Down Straight knockdown 
moves are awesome. 


Head Bat OUOU 

Blosphemy Ckop OUU 

> 

* 

Dawn Straight Dookle OOUU 

Specioi Attock Hiililen Sk!M 


^ OOO D+U 

Windmill 


OOOu 

Omego Tornado 




















Pvwtrful 


SURVIVAL MOqE 


Survival contests are like sudden 
death—^the first to score wins the 
match. Use your best simpfe-to- 
perform knock-down moves. 
Longer range moves are the safest 
since there is less risk of ending up 
in a hold, ff your opponent is 
aggressive, use blocks and look for 
en opening. Try not to use holds, 
since they can be reversed, and 
avoid moving in 3-D because you'll 
I*! be defenseless. 


One throw dowa knock¬ 
down Of rn^ out wins the 
day in Survival moda 


FASTEST 




In the Fastest contests, your goal Is 
to get • quick, four^int victory, 
defeeting your opponent in less' 
than • minute. Use your best moves 
to score quickly. Another strategy is 
to pummel oppements until they're 
dazed using moves such as combos 
end eerials, then use a spectel 
move. You can access Robert as a 
playable character if you finish 
each fight in less than one minute. 


Ytou'll have to ftnish off ell 
the fighters ie less ene 
minute m this cbellenge. 


RODEO 


from Hokkaido, will do anything to 
get a point on you. Your goal is 
stand with the cow as long as posd- i 
ble. If you last for a foil rninute^^ 
youll get to use Udii in battle, but ^ 
to stay in the ring that long may- 
seem udderly impossible. Be defen¬ 
sive, blocking and moving, and use 
basic upper and lower attacks. 
Watch out for Ushi's aneal^ rever¬ 
sal moves. 




This cow was made for 
fighting Try to stay in the 
nng wfoi Iw 0 $ long pos¬ 
sible to set anew Rodeo . 
record. - 
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RECORD RTTRCK 


The stealthy ninja dis- 
r guises his moves well. In fact, his 
teleporting moves allow you to pop up { 
in different areas of the ring. The Tsumuji jj 
knockdown moves slowly but packs a ^ 
powerful punch. Many of the ninja's ^ 
attacks seem to come out of nowhere. 


Donee Drew Triongle O U O U Ou 
t M^ne Point OO U 

1^ Hell Goto Kite OO IMJ 

I Attcck Hr’d^n SkUk-"' 


Boro may be an odd name for Vtfl 
a woman from Switzerland, but 
there's nothing odd about 
her fighting. Boro appears at 
r the end of the game as a bidden 
character. She is powerful and quick, 
and she loves to riddle opponents 
with combos. 


Hi9ha«iir^4iy O Ui> 
CsmboWS OOUUU 














RGHTER'S DESTINY 


THE WHEEL 
OF FORTUNE 


In order to win the eight 
special moves for each 
character from the 
Master, you'fnmt defeat 
him eight times* Youll use 
a ^nnlng' Wheel . o4 
fferturie ta sefoct your, 
opponent in this 

whed 13 


SmsmT 


Try to stop fha wheel Ofi a 
picture af the Matter aoton 
thaJaker. 


by *^ster ait^ ot 
them filled bv Joker* 




SCHOOL OF 
HARD KNOCKS 


If you get the Master, and defeat 
him, hell teach you a hidden 
move. In all, you must defeat 
Master e^ht times in order M 
aH of the hidden moves ^ each 
character, Your ac ^^Ushme** 

can be s»' I ^ Controlh^ 

% 

PaL Once you earn a new move 
4^*Hd practice it, then return 
to the Master Challmge, 


WiNNE 


iiui n j« 


aaM moa still * as soma 
good movas Don’t underssti 
matathaMastar 


THE JOKER 
IS WILD 


If you get the Joker mstoad of the 
Master on the wheel, you run the 
risk of losing mvrm 

up fe fh'it 


Fighter^'s Destiny adds a twist to Ihe fitting genre, 
does ft with humor and witiiout gore, and managies 
to give players as much replay value as youll find in 
any tournament flglitcr, particularly in the one«play> 
er arena* That's value, it makes use of both the 
Rumble Pak and Costtrolfer Pak, as well. It may not 
have famous warriors like those in MK or Kl, but FD 
has a fitting cow and plenty of other treats. 


be the toughest fighter in the 
MMF h defeat. Practice with a 
character who hasn't earned hid* 
den moves yet. 


fouoon braak dio tiaroo 
onslaught af the Jaker^ 
moving and dodging. 


THE CHME MH5TER 


The two*player VS. Battle mode of Fighter's Destiny 
has a hidden component that sets it apart from other 
tournament fighters. Using characters with hidden 
moves, players can add new moves or lose those 
moves while playing in this mode. Both players must 
have their characters saved on Controller Poks, 
which they plug into their controllers before the 
game is started. When you win a new move, it will 
be chosen randomly from the eight hidden moves. 


Although Ocean describes this as a trading feature, it isn’t really, 
because you don’t win a move from your opponent Rather, you win 
a move at random for your character 


Sinca characters don't share hidden moves, you win new moves from 
the Master, not from other charact^s Ah, but if you lose the 
match, you’ll lose onaof your pracious hiddon moves 
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©1997 Acclaim Entertninmont Inc 
Ali R^hts Reservfed Turok © & ® 1997, 
GBPC, A Subsidiary of Golden Books 
Family Entertainment 


The evil Campaigner is back and ready to rock 
the Lost World! This month we’re giving you 
complete coverage of Acclaim Entertainment’s 
iggest battle on Game Boy! 


A Turok Adventure from 
a Mew Perspective 


Turok Battle of the Bionosaurs isn't a sequel to Turok 
Dinosaur Hunter for the N64 This Game Boy title rs a 
side-saolling action adventure through eight stages you 
won't find in the N64 version While Battle of the 
Bionosaurs doeai't feature the s<ime spectacular 
graphics you'll find in the 64-bit Turok, it does 
have the same weapons, poNver-ups, monsters 
and challenging jumps Some gamers might even 
dare to argue it has better 
play control than its N64 
counterpart! 


Take Aim at Winning it All 


Lock and load, dino hunter—this eight-page review covers the 
entire game The opening levels are easy to complete, but Lost 
Land's terrain becomes progressively more complicated as 

you draw closer to your confrontation with 
the Campaigner This review has maps for 
the last SIX of the eight levels in the game. 
•Your objective is to collect three keys and a piece of the 
weapon from each stage We'll show you where to 
to do, and how to win it all. 
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1 . COUKTAMMO 
t HIT THE OfECiroiNT 
A. GiAiTmmsTKEr 
i on THE SHOTGUN 


TUROK: WAR OF THE BIONOSAURS 


K WTHEriSTOl^W 
rm THE SECOND 
7 . '*enterthetelepoA| 

V «CKUPTHETmiEY 



c ymmutmM 

H. ENTEtnffllll 



upgrade your Weapon 

Collect the arrows and switch betwean 
'our bow and your knif a throughout the 
irst half of the level You'll find the 
shotQun shortly after you pass the 
ChecKpoint ano 
the pistol when 
you explore the 
lave cave. 



Collect the Keys 


I 




There are three keys hidden in each 
level of the game Ydu won't find the 
first kay until you pass the 
Checkpo’nt in this level, but you'll 
easily find each one before you 
reach the exit end mova on to the 
Hub Rums 

The Chronoscepter P^ece 

^bu'll Spot the Chronoscepter piece locked away in a cavern |ust 
before you reach the Checkpoint Unfortunately, you won't be able to 
pick up the fragment until you get the grenada launcher from Level 4 
Note tile location of the piece so you can revisit this place later 






^nter the Hub 



The first level is a ona^way 
path to tha Hub—there's no 
chance of getting lost After 
you traverse the lave cava, 
hit the switch to activate the 
elevator platforms, then fight 
your wey to the right and go 
to the end of the stage 





lETUMTDTVm 


Get a Bagger Weapon 

The shotgun <ind pistol were greet for get* 
ting through Level 1, but you're going to need 
a heavier caliber gun to take out the big 
dinosaurs Ydu can't jump up to the ledges in 
this stage to reach 
theauto-shotgun 
and the assault nfle, 
but you can get them 
by working your way 
through the tele* 
porters 


Collect the Three Keys 


It's easy to find the keys in the 
Jungle, but tiie third k^ does raquire 
a little exploring Warp to the upf^r 
left corner of the cliffs and work 
)ur way down to the tunnels ^tiu'll 
It near the assault nfle 


✓ 

✓ 

The Chronoscepter P^ece 

Messing around with the poisoned spikes in this cavarn will result in 
nothing short of losing your life Ydu have to blast them out of the way 
As in the Hub Rums, don't try to collect tha Chronoscepter Piece in the 
Jungle until you've picked up the grenade launcher from Level 4. 




Bock to the Hub 


I. 6 MI THE SHOTGUN 

t GET THE HIST m IN THE 
SMAUIUIIIMG 

$ HTTWOSWITCMKa 
TNETEMPIE 


B.>KXllfTHESEOiu)l( 
THE AUTO SApSUN 
^ HIT TNECHECKfO^ 
.TAKE THE ASSAULT MEU 


Once you've collected all 
three of tha Jungia keys, 
you can move on to the 
Ancient City Retrace your 
route to the teleporter you 
entered when you started 
the stage Ydu'II warp back 
to the Hub, where you can 
access a new gate 
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1 I weapons li^ce 

T> rr "ij the mint or 

^ "r, pulse guns 

7 * • work best 

against this 
rnercenary If 
you time your 

jumps just nght, you can leap 
over the enemy's tnple-bullet 
bursts and not take any damage 


Get the mini gun and activate 
the switch Be sure to save 
your mini gun ammunition for 
your battle for the third key 


After you hit the 
Checkpoint here, 
put your life on the 
line and make a 
death‘defying leap 
to til el eft roof top 


Snipers are covering the ground from this 
rooftop If you have the assault rifle, you can 
clean up this area m a matter of a few seconds 








This IS a lethal leaper pool Swim slowly and 
have your knife ready so you can deep-six the 


After you dispatch 
the sergeant and his \ 
foot soldiers, hit the 
switch and walk into 
the teleporter 


{ deadly fish before they chomp on you 


Life 

Force 


Leapers lurk beneath 
the murky surface of 
this lake If you use 
your knife as you swim 
you'll have no problem 
reaching the key on 
the opposite shore 


Life 

Force 


+ I Health 


Clearing these gaps is tough, but if you miss the 
first jump, you'll find a ledge and the first key ^ 
There's a pulse nf le dom here too 


Checkpoint 


Chronoscepter 

Piece 


mJEHDD POWER 


L ffITfltlOOtA 
1 HIHHISWITCH 
J. SOTHIOUSHDOOISliC 
^ HITTHiCNECKfOWr 
milfiOORI 
. GST THE FJitST RFT 


h fOTHROUSKNill 
a. MTHIOUimDOilf 
>jjnTHESECON')li| 
II. GO THROUGH DOORl 
11 GXAR THE MINI GUN 
tt'Hrr THE SWITCH 


ENTER / EXIT 













































































































TUROK; WAR OF THE BIONOSAURS 


The toughest part 
of the Rums is 
making the jumps 
across the cliffs 
on the surface 
The key 1 $ to make 
your jump as you 
run off the ledge 


The only way to reach the tele* 
porter on the left at Point B is to 
make the jump from this platform 




This region is infested with dragon¬ 
flies and leapera Squash them 
before they can bite you 


One of the campaigner's 

» nests i^rotecting 
*8t key lake him out 
before he can send you 
back to the beginning cf 
the stage. 


There's a swarm 
of dragonflies and 
beetles waiting to 
bug you here Take^ 


your tneand you 
can blast them 
before they buzz 
close enough to 
take a bite 




Thisstrange watar^ll 
flows skyward, sweep¬ 
ing everything up 
instead of down Float 
upward and align your¬ 
self slightly above the 
platform you re aiming 
for, then jump If you 
iTMss, you’ll lose a life. 
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9. fETTHESKONlfit 

4, wthegrenammIBIi 

1;^maooR$Lti 

10. GRAI THE THIRD KEt 
lit lETUIN TO DOORS 
■4ET<HR0N0$CEPTER PIECE 


1. ClIMIANIJUMPTODOORI 
1 GOTHROaGHDOORSI,»RE 
1 OnTHEflRSTKCY 
4. VTERjOORSGIH 
i. HIT THE CHECRPOWT < 
i GOTHAOUGHDOORR 


13. RnURNTOTHEHUR 

14. REVtSITTHEPREWOlh 
THREE LEVElSAHDGn THE 
CHRONOKIPTERPIECES 


ENTE« / EXIT 








































































































COtCK 


Don't worry about entaring Door H until you've colicctad the 
first and second keys, \tour first task is to use your grenade 
launcher to blast apart the rubble blocking the switches that 
activataDoorsAandB. 


defeet the 
sergeant and 

get the third key, you'll have to 
retrace your route tiirough the 
Catacornbs to find the exit. 


After you defeat the sergeant ! 
and get the third key, you'll heve 
to retrace your route through ^ 
the catacombs to find the exit ] 


\bu1l have to blest the 
rocks off this climbinn wall 
Stand next to the wall and 
aim your grenade launcher 
up at each bouldar 


Keep moving end dodge the 


felling boulders in these 
sections until the gama lets 
you continue 


Use a powered* up charge from the alien gun to ^ 
blast away the rock on the ledge. \bu need to i 
holddown tha fire button to charge the weapon 


Use your knife and a gun to take out 
the leapers and the high priest guan 
ir>g the first key Switch between 
weapons before each battle. 


Life 

Force 

I Life 
Force 


Just like earlier in the stage, you'll 
have to crawl beneath the pendulums 
to cross this plank This is an easy eree 
rf yo u el ways keep your hea d I o w. 


+ 1 Health 


Checkpoint 


The ^arp, swinging pendu* 
lum blades over this blank 
won't be e problem ir you 
hold Down on the Control 
Pad and crewl beneath each 
whistling blade 


Chronoscepter 

Piece 


S. OTTNEnHSTlP 
i eomOUGHDMISFS* 
9 inTHrSECONIRP 
I, nr THE SWITCH 
\ 60Tlllt0UGN30blH 
it inURNTODOORl 


I HIT THE SWITCH AND GO 
THROUGH tfOOH A 

2. HIT HK SWITCH AHD GO 
THROUGH DOOR I 

t GOTHROUGH DOORS CHI 
4 HIT THE CHKKPOINT 


n. GO THROUGH lOOH. 

JL GnCHRONOSCERtimCE 

13. GO THROUGH DOOR j 

14. GH THE THIRD KEY 
H. RCTURNTOTNIHUI 


ENttR / EXIT 
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TUROK: WAR OF THE BIONOSAURS 


This cavern is actually the village 
arsenal Load up on all the ammo 
you can carry—youll use most of it 
blasting the insect swarms. 


Jumping left to Door A wilt 
result in fatal conse* 
quences The trick is to go 
right and leap down to the 
to lower ledges. 


Fall too far and 
you'll lose a life 

You can reduce the *-^ 

height of your drop by hanging off the edge 
of a cliff and letting go 


This tricky drop is 
worth twenty Lifa 
Force points Hang 
off the upper 
ledgOrthenletgo 
and hold right on 
the control pad 


The second switch that activates 
the gate at Door I is in this hut 
Blast the hi 
hut door be 


Pace yourself and blast the 
dragonflies in your path The 
Chackpofnt is on the other 
side of Door F. 


you enter 




This cave holds 

arms, ammo and * 

ekey Thestalac- |_ ^ 

tites on the ceil* 

mg look sharp, but unlike everything else in thi 
you won't take damage if you bump into them. 


\bu1l have to hit two switches to 
activate the gate to Door I 'ibu'll 
find the first switch on the floor of 
this grass hut. 
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I G(TTHEFiaST«Y 

1 ENTER OOOU 

3. GOTNIOUGHIOIftl 

4 WOlXYOUItVMriOWNit 
MORC 

1 ENTER DOORC 


% GITChRONOSarawr 
R GO THROUGH DQOII 
4 miRDOORE 
t GO THROUGH OOOR') 

Ilk WITHE CHECK NOIT 
iC nXETHESECONIKEY 


ISk^iMTERIOORSG&v 
Jl. KTTNETHIRiRn 
U GOTHROIKWIDORI 
r RnUINTOTHEHUI 


ENTER/EXIT 


GAME BOY 












































































This ledge looks close, but 
you can't jump up here, 
the teleporter you see is 
actually an exit \bu'll end 
up here later 


Step lightly on each of these plet* 
forms, then jump again before they 
completely crumble beneath you. 


Jump on each moving platform 
before it sinks, then lend on the next 
one before it begns to climb 


Again, the trick here is to leap off o 
kicMng platform as it crests, then 
batch the next one es it sinks 


Fall too far 
between platforms 
and your journey 
will abruptly end. 
Lessen ^ur expo* 

' " sure to injury by 

hanging down off of each ledge and drop* 
ping to the next platform 


Jump left to work your way down 
to Door F If you want to reach the 
third key and Door G. go right arxl 
take the long way down and arourKi 
the chamber on the platforms. 


Use your grenade launcher 
to blast a hole down to this 
Chronosceptur Piece. 


L INmiOORA 
1 HITTHeOfCKPOlNT 
3. GETTHEfllSTREf 
^ GOTHftOWHDOOkw 
. GRAI THE SECOND KEY 


(L UTii^ooa: - ' 
Cj^THAOUGH DOdil . 
iTWtr door F 

9. GnCHRONOKIflJRPlEa 
II f he THIRD OY 


11. GOTHMIMHM^ 
H iimiOOIH 
13. RnURNTOYKHUI 


ENTER / EXIT 
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TUROK: WAR OF THE BIONOSAURS 


ConfrontttHftQ 


The h^gh priests and ; 
bugs are here to wear 
you dowa Use a 
weaponwithdhtgh rate 
of fire and clear them 
out before they can 
reduce your life force 


Blast the cyborgs es you 
stand up If you hesitate, 
you'll be borg bait 


Jump and fire at this 
cyborg to clear him off 
tms high platform Save 
your rapid'fire weapons 
for later in the stage 


Rapid-fire weapons work 
best to clear out this , 
^borg*infestedhall 


Use a powered-up weapon 
to destroy the attack rok^ 
guarding the Life Force « 
points and an alien gua 1 


If you're a good jumper, < 
use the pulse or fusion ^ 
gunonT-Rex^head If ^ 
you like standing still, 
aim at his jaw and level him 
with the grenade launcher 


•! [g»M You can use the 
I Chronoscepter 

ontheCam- 

-^ paignetbut 

other weapons will also damage him The trick 
IS to avoid him as he teleports, then blast him 
before he disappears 


II. taWIKCAimtMl 

IL CrimtATUSTM 
CAM^AIGNEI'SIASE 
ILOWSUI^ 


1. GOTHtOOMDOORI 
t GOTHiOUGHOOORC 

3. GOmiOUGHDOOID 

4. UTERIOORE 

t HIT THS CHKCKIIMKT 


4* IGHTTHET-m. 

I. GO THROUGH DOOIf 
« JITERDOORG 


Even with maps and tips^ youll probably encounter some tough spots before 
you finish this game. It's impoit»t to romemtte that you can build up extra 
lives by returning to the levels you've already completed and collecting more 
Life Force. If you have a Super Came Boy and a Super NES controller with 
turbo buttons, youll find ttiat you can get in extra shots Gf^insf ttf ughest 
foes in the game. 


Uqencl 

A 

+s 

^ Force 


+ IO 

' Force 

0 

+ 

+ 1 Health 

A 

Checkpoint 

n 

4 

Key 


Chronoscepter 

Piece 



-1 

.-1 
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GAME BOY 
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►BomBERmiin bb 


HOIB BO I BEFEflT THE IBinCEB GUflflBIfln IH GflEEll GflABEH? 







T he first three stages in Green Carden 
area snap until the Winged Guardian 
casts a shadow on your bomber- 
dude If you don't care about scoring Attack 
Level credits, focus on attacking the mon¬ 
ster's mam body—you don't have to bomb 
the creature's wings off If you're really 
good, you can drop a Remote Bomb off the 
bridge on top of the creature The key to 
beating the target time is to use pumped-up 
bombs throughout the battle 



Dodge the Winged Guardian's fiery breath and 
throw pumped up bombs throughout the bat* 
tie at the end of Green Garden 



\bu don't have to burn the wings off this big, 
bad bird to win the battle—the trick is to |ust 
concentrate on bombing his blue torso 



HDIU DD I DEFEAT THE COLD KILLER? 


Iir ithout question, Cold Killer will 
III be one of the toughest guardians 
you'll meet in the game, unless 
you're smart and follow these instructions 
Grab the Bomb Bonus at the beginning of 
the stage and change over to Remote 


Bombs Pump up the bombs and aim for 
the blue body at the center of the beast If 
you throw the bomb and detonate it close 
to the body, the creature will quickly lose 
all four of Its hearts If you lake too much 
time while Killer has one heart left, he'll 





knock the floor out beneath you and drag 
you down into his webbed lair Keep aim¬ 
ing at the body to finish the battle. If 
you're looking for Attack Level credits, 
blast the blue claws and remove the mon¬ 
ster's sinister red mask 



If you want to have a chance at defeating Cold 
Killer, make sure you grab this Bomb Bonus 

NINTENDO POWER 


Pump up the Remote Bombs and toss them up 
underneath Killer's body, then run for cover 


As he begins to lose. Killer may drag you into his 
lair Keep your balance and finish oft the spider 




























































►GOLDEnEVE 007 



HOlO DO I KDOCK OUT THE DEPOT DROHE GUU? 


II r ^ found a way to knock out the 

III depot drone gun protecting the com- 
mZJ puter room without taking damage 
After you enter the warehouse, dispatch the 
guards and edge your way along the left side 
of the steel crates If you look closely, you'll 
be able to spot half of the drone gun in the 
corner without it detecting you Make sure 
that there are no guards following you, then 
target and destroy the drone gun before you 
take out the computers 



Dispatch the guTds on both sides of the 
crates so they can't disrupt your aim 



Use the crossbars to Ime up your shot at the 
drone gua then shoot when you see half of it 



HDIll DO I GET PAST THE FIIlflL SEIlTRIESI r THE ]i111GI.{? 



¥ ou can never shoot away all the sen¬ 
tries guarding the front of the jungle 
complex As you clear out one wave, 
a new squad will step up and tike the place 


of their fallen comrades The key is to 
advance past the barricades blocking the 
entrance elevator during the changing of 
the guard We mean that figuratively, since 


these guy^ aren't at all like the chaps at 
Buckingham Palace Clear out the guards 
with a few well-placed grenades then make 
a run for the doors before the smoke clears. 



Uniike the other sentries m the jungle, the 
guards in front of the complex are endless 


Use grenades or other explosive devices to 
clear the crowd hiding behind the barncades. 


Hie key is to advance as the defeated guards 
are staggering, before their replacements arrive 


a 


HOIU DO I PROTECT RRTRLVR III DO RGEIIT IRDDE? 



I f you had problems getting into the 
complex, you'll really have a tough 
time dealing with the guards out to 
break Natalya before she breaks the 
ColdenEye security codes The big strat¬ 
egy here is to listen If you leave the glass 
walls surrounding the computer room 
intact, you'll hear the exact moment 
someone tnes to break into the room 
This means you shouldn't blow up the 
Armored Mainframes on the main floor 
until after Natalya has changed the satel¬ 
lite trajectory It's also helpful to clear out 
all the computer terminals and desks 
except Natalya's workstation before you 
allow Natalya to enter the room This 


prevents the guards from blasting the 
desks around you, hitting you with col¬ 
lateral damage Finally, where you stand 
can make all the difference Our favorite 
spot to wait for the guards is at the back 



Clear out all ttiecomputer terminals inttie room 
except the workstaton Natalyawill use 


of the room, facing the massive comput¬ 
er screen. From this location. Bond can 
glance left and right, covering the win¬ 
dows and the stairs, and picking off the 
guards before they can get into the room 



Wait for the guards at the back of the room 
and hit them before they get down the stairs 
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►STAR FDA 64 




niH? Cnil’T I DESTRDY THE FIGHTERS DR BOLSE? 


T • « 





T he fighters stationed on Boise are 
equipped with high-intensity shields 
that protect them from your Arwing's 
blasters. These shields are supplied with 
energy from the six Shield Reactors 
surrounding the base Don't follow your 
wingmen when they engage the 
fighters-the key to winning this battle is 
to disable the tops of the Shield Reactors 
Once the reactors are gone, your 
Arwing's blasters can wear down and 
destroy the fighters' shields 






Falco and the gang can t shoot down tiie Boise 
fighters until you disable the six Shield Reactors 


Target and blast the red tops off of all six Shield 
Reactors, but watch out for the laser cannons 





HDUI DD I flUOID SHDDTinC FHIEIIDLIES DR KRTIllfl? 


% 



Si 


[ orneria Fighters have a cobr scheme 
similar to enemy aircraft, so it's diffi¬ 
cult to discern friend from foe during 
the heat of battle While Bill Grey will yell 


at you for shooting down your allies, hitting 
friendlies will not rum your mission It will, 
however, waste precious time you could be 
using to blast enemy fighters and earn a 


medal To avoid hitting friendly fighters, 
lock on to each of your targets before you 
fire Your Arwing computer will not lock on 
toCornerian Fighters 



Can you tell the diffe rence between friend and 
foe’ The fighter on the left is an ally 


Ysu won't be penalized for shooting friendlies, 
but wasting time will reduce your hit total 


Use your Arwing^ combat computer to lock (xi 
the enemy It won't target friendly fighters. 





Y ou probably already know that you 
must score 300 hits and keep your 
wingmen in the game to earn a 
medal in Area Six, but there are several 
essential strategies that you can use to 



make sure you reach your goal Make 
sure you lock on the enemy before you 
shoot Concentrate on eliminating all of 
the swarms of enemies so you'll earn 
bonus hits The space cruisers and space 


Ax s 


stations can earn you up to 19 points 
apiece If you have at least 140 hits 
when you reach the stage checkpoint, 
you'll be on pace for reaching 300 hits 
and your medal 




Target and destroy the space cruisers and space 
stations, ^u can earn up to 19 points per enemy 


To keep yourself on the medal track, make sure 
you have at least 140 hits at the checkpoint 


Destroy Gorgon as quickly as possible to 
add more points to your final score. 


^ NINTENDO POWER 
































































[UHERE IS THE FIRST BDRUS EDIR IR RRIHEDREST RUIRBLE? 


I nstead of running to the right and 
picking up Ellie the Elephant at the 
start of the stage, select Dixie Kong 
and go left, past the No Animals sign and 
jump and helicopter spin to the other side 
of the chasm Here you'll see three hov¬ 
ering Knik-Knak bugs Bounce up the 
backs of the Knik-Knaks and into the 
Bonus Barrel The Bonus Com contest 
here is one of the easiest in the game 


Go left past the No Anmals sign and helicopter 
spn across the gap to the three Knik-Knaks 


Bounce 1 ^ the backs of the Knik*Knaks and 
into the Bonus Barrel. 




T he trick to defeating K Rool in the Tin 
Can Valley isn't dodging his electrical 
bolls, it's getting out of the way when 
he bounces across the chamber Start the 
battle by hitting K. Rool with a barrel. 
You'll need to hit him four more times to 
win Run underneath K. Rool as he 
bounces around When he settles down, 
he'll shoot three bolts at you two will fly 
high and tfie final one will be aimed at your 
ankles. Jump the low bolt, pick up the bar¬ 
rel and throw it at K Rool, then mn under 
his bouncing passes and dodge the next 
wave of bolts, this time from the right and 
left sides of the chamber. Hit him with 
another barrel and scamper under the 


bouncing attack NowK Rool will fly to the 
left side of the room and blast three low 
bolts Jump between the charges and hit 
him with a barrel You're one hit away from 
winning the battle Run beneath the 


A barrel always appears between K Rool^ elec- 
tncal attacks Pick itup and throw it at K. Rool 


bounces, then dodge two waves of 
charges-one from the right side of the room 
and one from the I eft side of the room Now 
it's your turn Hit him with the final barrel to 
finish the battle. 


K. Rool^ bouncing attack is the toughest part of 
the battle Runbeneathhim as he bounces up 



In the USfl Call: 
l-gDD-2BB-D?D? 

(S150 per nrnute. Cal lers under 18 


Q&fl FAST FACTS 


Dr write to Counselors' Cornff 

PO Box 97033, Redmond, WA 98073-9733 


ClflVFIGHTER 63'/ 


I 


Qt What happened to Lady Liberty and Hobo 
Cop? I read about them in Volume 102. 

Hr Thesa characters were removed from the 
game by the time it went into productioa 

Qt Whoisthebestcheractartousa in the 
game'^ 

Jl: It^ a tie between Earthworm Jim and 
Kung Pow They have tha largest vanety 
of special moves. 


BLRST CARPS 

Q: How many ranks are there and what IS 
the highest one? 

31 The highest one IS called "You Can 
Stop Now" 

Q: Why do Sideswipe's jack hammer and 
Ballista's missile launcher stop working? 

Do you have ammo left? Run over a crate 
to get more 


In Canada Call: 
l-gQQ-551-55QQ 

(SlOOpermnute Callers under 18 
^ n—dpKWttlienii ^ a C tt t p cilU ,j 


►► 


I 


DR. FRRRKER i 


Q: How do I get out of Jim's Pond? 

Jl: Try riding up on the bubbles 

Q: CanI defeat the bunnes and caterpillars? 
H: Nope The tnck IS to avoid them 

Q: How do I open the front door? 

H: Collect 100% of tire Items end get the 
Front Door Key. 
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al Flight Instructor! 


YOUR 


PLAYERS POLL VDL104 
PO 80X070S2 
REDMONO.WAm7^^ 

OiBBirtryperpHraoi, pleiii AIIbbItibb 
most be poeonerked ee leter theo 
Febraery 1.1194 WBerenDtrcepamiUe 
for loet or m^edirBclBd mBil On oi Bhoirt 
F^ruary II. 1994. wlnnore will be rtn* 
demly drewo fien enonp ell eligible 
BBtriee By icceptnqi their pnzei. win* 
ntre eaftSBnt to the uib el Aeir nanee. 
photegre phe. ere ther like ne eeee for the 
pyrpeee ef edvertiiemeBti ei pronto* 

ttoeaoobehdfof Biateodo Power mag* 

eiine end NIeteode ef Amerlee loe 
(NOA) witheet further eaitpiBeetioi 
Prizeo irB lintad to one per hntnoliDld 
CtiBoeee ef winning are determined by 
tbe totel mfflihoi of tntnei received 
The retro of pnzn to entry cerdB die* 
tributBd II 76*1.900.000 8o eehetHutiee 
ef prieee le permitted. All prieee will be 
ewerded. 1b receive b list of wHmore. 
sold yoBi rebuilt to the iddrees ebove 
eftei Februery 21.1994. 

GRAND PRIZL The Qnmd Wimer 
will wrin B trip ki two to SimuFlite 
Itilaino Intematloeel end Paredlom 
EoterteiiRnoBt. both loceted m Oelles. 
Tbmib. Bid an AoroFightwe Aasaelt Gmib 
Pih ki tbe NinteBdo 64 Exfist data b 1 the 
event Is to hedetennloed. M ander1S.tfte 
whmermusthetooonqwdBdbve parent 
or guardian. Hotel Bccemmodatiem aid 
reuod'trlp drfara we mcluded Estiffleted 
tote] velee ef eO priies k 14.000 Seme 
restiKtione epplf Valid only ib the US, 
and Canada. Void wfawe profaDifited by kw 
Not open to employees ef NOA. Nt effili* 
Btee. ageaciis er than anmadiate knv* 
lies. TMs cenlest ii lubieet to ill kdiral. 
iteta and load lews and regulations. 


The official shirt and hat of the 
^rofighters Assault team! 

Assault 


50 wmncrsm 

Nintendo ‘1 
Power T-shirts! 


© 1997 ViddO System Co. Ltd./ 
Pvr *;dicim Simuhtioris. Inc. 


VOLUME 104 














y.wiKK- 


When two rats have tcf acramhl^ tlielriway 
ough a sewer full of puzzles before their si 
sets sail, there’s geed iree«b.h Itb f idUet* M 


HtNTENDO POmi 
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Freddte*s 
path through 
the level. 


Frankie^ 
path through 
the leveL 


Place springs 
tn these 
locations. 


total time 


Oncoyouget 
to these 

E2^H crates, you'll 
need to have 
Fronkic make steps' have 
him drop a block, have 
Freddie leap from it, then 
let Frankie pick it up and 

a Repeat until both ere 
etop Now move the 
top block to the right for 
Freddie's jump, and 
remember to 

bring a block I 

along for 

more steps I 
on the right 


Have either rat 

get the spring, IrVIBi | 
evoidingthespi* laiAifl I 
der Place it where shown j 
and, makino sure one rodent 1 
brings the block, bounce two j 
times and angle to reach the | 
next platform s 


Use Frankie toplace blocks where the map shows 
so Freddie can jump up Have Frankie get the first 
block and go back and place it for Freddie, then get 
the second and put it where the map shows Switch 
to Freddie and move him as far as you can, Xhtsn send 
Frankie for an old block to repeat Continue until 
reach where the spnng is placed on the map 


those iSh- 

>M9la*Frankftf 
and |fl*A tl^ 

Freddie ladr- ^t«''y*enK 


tbo Start Button tQ 



F 

^-TY mi nimi 



r 

! ’ 


|l r 1 






» » • 




tinish 


























































total time = lOO seconds 


finish 


For the spring, drop down 
and pull Left on the Control 
Pad Gnbthelwft spring, 
pl.% j It it the edge, then 
n^b thj other one dnd bounce five times 
toward the right-hand platform Drop the 
spring into positioa then take the block 
and bounce up to place it for Freddie 


Fnnkie's first job is to get a block to placa on 
the top level's second platform so Frt;ddL can 
jump rattiiy icross.Todo this, Fnnkie must 
drop down to the second level, walk over to 
g't the block, then double back to placi the block agoinst the 
wall for later oickuo Then ht has to fall even lower farminn to 
the left) to grdp a spring All this for a tr:endi And be sure, on 
the top level, to avoid the creeping snail 


total timie 


^ Only Freddie can crawl through 
the low passage, so Frankie has 
tohalphimcHJt He must get the 
spnng in the lower right, shoot- 
ir^ the turtle first Next, have him place it on 
the crate for Freddie, who can bounce up to the 
left and wait Then use Frankie to nab the 
spring, jump up the platforms to the nght and 
overto die small mound There, have him place 
the spnng and bounce five times to the top left 
and another spnng 


finish 


At tho top, ha\' 
Fr '•nkienab the 
sprmp ^ndlgulpl) 


After unlockin'^ the door B 

wfth Freddie, bounce back B 

up with the block There, S^^jB 9 
pass thj block on to the 2^B[^9 B 

A waiting Franks. Frankie, B 

block in h nd, should then B 

make his way to the spring ^ 

ho left on die mound and swap them, 
placing the block and picking up the spring By olaang the 
block, nell be able to |ump up and take the spring back to 
Freddie Once placed near Freddie, the spnng will bounce them 
both towards the last stretch Watch out for turtles again! 


fill to thv left Hvll pass it to pft 
Freddie, who can crawl over, Mj 
drop down, and place th. W 

spring for himself Remember ifl 

to have Freddie w Ik ov'ar to iB 
the ;«ft ind turn thw lock! Then 
he can return and bounce tur the block 
on the platform With it, he'll return to 
Frankie on two bounces of the spring 




































total time » 340 seconds 


- vgPK Hav^*Fnnki^ 

leap'tithegaps, 
then travel the 
upper lev jl to 
get tht; block for 
Freddie. Make 
him drop and 
place th^. block at the first 
gap, th jn h^'ve thim head 
across tothecrat; with 
Fnnkie carrying thii block. 
Gjt Freddie to gnb the spnng 

l^^r^starT*^ 4^ 


finUli 


Now that they're both at the cnt«, hav Fr ikie place th 
block for Freddie to jump up N*)xt, have Fr ;ddij place th. 


spring so that h« can leap to th., platform and stand next to the locked Now. f ter 
nabbing that spring, have; Frankie travel down to the locked area below the start Get 


him to r ap md unlock thts gate, then place the spring r.^xt to the wall Frankie will need 
seven bounc ss to make it to th: top. pulling left on the seventh, but then Wio boys will 
be free to run for tfk, sewer and outi 




wHicfi ^a||eri^,^fni 4 a hit a 1 ^ back 

fhnK^ cTOugK 

blcH^ V^'cah 

riat.isl^'a dieefii^>i^ga.f^^ , 
^e.&r ft '^ng^ot for (hore Mlak$, i 
Anjeens fanVe 


if you use up too many 
biiHirfs'or wfpa oiit'W 
but tb^ .areii't 
vrudiaf -fpe- 'wfhni^g 
fhu ekme. 
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canding 


Your first quest is to collect 10 of the 12 
compy eggs that are hidden throughout this mostly 
subterranean stage. The eggs' protective parents 
aren't terribly dangerous, so your main concern 
should be avoiding the stampeding stegosaurs. 

CRUSHING THE COMPIES 


START 


These tiny terrors are easy to beat as long as you get 
down to their level Just repeatedly punch them from a 
crouched position and you1l finish them in no time 


Jurassic Park started the fascination with former fossils, and The Lost World continued the 
craze. This month, THQ brings the amazing drama of the big-screen sequel to Game Boy in a 
side-scrolling action game that brings the excitement of The Lost World rushing back. 

























THElpST WORLD: JU^ASSfC PAW 


welcome to the LOIT 


Picking up the ammo and health 
bonuses that litter the island is 
extremely important, since you have 
only one life to finish a level Luckily, 
you'll earn a password every time 
you complete a section of the mis* 
Sion, so if your character docs perish, 
restarting a level won't be a problem. 
It also helps to know that you don't 
have to defeat every enemy you 
encounter in order to succeed. 


While theyVe sometimes 
out in the open, clips and 
grenades ere also hidden 
inside crates Punch them to 
reveal their contents 


The crosses may mend some 
wounds, but the hearts com* 
pletely refill your health meter 


On the surface, your mission may sound rather simple: Explore ei^t 
areas of the tropical Isla Sorna in search of dinosaur eggs, DNA flasks, 
and data disks. Of course, the fact that the island 
is swarming with ferocious dinosaurs and 
BioSyn smugglers makes your quest much more 
dangerous than you could have imagined. With 
only a small gun, a grenade launcher, and your 
wits to protect you from peril, you'll have your 
work cut out for you. 

The cut scenes and mission briefings add a 
reel cinematic touch to the game end are e 
tuce contrastto the side*scrolling action 


STEGOSAURS 

You donY want to get too close 
to the stegosaurs or youll deli* 
nitely get trampled when they 
stampede Just keep your distance 
I from these big dinos and use three 
/ grenades to bring them down 





























START 


If youVe tinving problems gettng off the ground, try loaFHng 
up to these limbs to begin your search through the tr^es 


ABORATORY fe 


FEROCIOUS RAPTORS 


BIOSYN SECURITY 


n These deadly dmos don't all 
H behave the same way If they're 
I] just jogging back and forth, keep 
H your distance and hit them with 
U a grenade If they charge you 
“ suddenli tr\ shoohr^ am 
thre * times with your gun one j 
you'ra freed from their claws. 


These Biosyn soldiers are squirrely 
so try crawling towards them until 
they run your way, then pop up into 
a crouch. \tou'll block their path if 
you get into position quickly 

unload with your fists. 


in this tree-lined level you'll need to 
play Tarzan as you leap along high and low 
limbs in search of ten pterodactyl eggs. But 
you'll have to tread cautbusly because BioSyn 
foot soldiers will confront you on the forest 
floor while those high-flying pterodactyls will 
try to carry you away from the treetops. 


TERROR IN THE TREES 


Tha pterodactyls like to grnb 
interlopers and drop them in 
flight Either crouch to avoid 
their clews or give their 
wings a good cDppmg with a 
welf-thrown grenade. 


This time your 
goal is to locate ten data 
disks in this labyrinthine labo¬ 
ratory, while doing your best to 
fight off rampaging raptors and 
an army of BioSyn soldiers. 
You'll notice that there is more 
than one way to successfully 
navigate this long level of cor¬ 
ridors and lifts, so study the 
map carefully before picking a 
preferred path. 





































THE LOST WORLD: JURASSIC PARK i 


STRUOOLES WITH BIOSYN 


Allot cheBioSyn 
fighters will remain 
stationary, so you 
can just crawl up to 
their positions and 
pummel'em with 
your fists 


KICK FOR DAMACE CONTROL 


tf you're falling from a great 
height, just keep kicking 
until you land on 
^e ground. 


IIIHHI 

nlrimiHi r 




If you want to use an elevatormt^ 
stuck on another level, stand in front 
of the lift's computer console (located 
fight next to the shaft) and press Up 
on the control Pod 
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Now youll be deep underground, looking for ten DNA 
flasks in a lower section of the lab. Use care as you forage, 
because BioSyn troops are still cm the move and the velocrraptors 
are even more ravenous than they were in the last levd. Also note 
that the lab's corridors are connected through a network of doors 
that you can enter by pushing Up cm the Control Pad. 


HE 


The sub lab's raptors will usually try to take you by surprise, 
so always be prepared to spray them with bullets. If you use 
your weapons wisely and locate all of the clips, yousnould 
have plenty of ammo to complete this part of your mission. 


MAKING LONG LEAPS 


ro make the challenging qiant jump, stand back from the 
idge of a chasm and holddown the B Button. Now begin run 

ning towards the gap and press 
the A Button at th ; last second 
to pull off a longer leap 
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XHE LOST WORLD, JURASSfC PARK 


MOKE 


EXPLO 


When you've conquered'the first four levels ^ the Lost World, four more 
fun^filled missions still await! The rest ^ the quest will ^continue from deep 
below the island's surface to the edge of the surrounding sea. 


GOING 

UNDERGROUND 


A FINAL FOREST 


A nighttime quest for ten more ptciodactyl eggs 
leads you once again to the trcctops and the for* 
midable dangers of the forest. This time you'll 
face a mean triceratops that is totally immune to 
frontal attacks. In foct, this dino is so vicious that 
we advise that you avoid him altogether! 


It's time to dig down deep as you explore the 
subterranean world of Isla Sorna. As you leap 
over lava pools and swim through darkened 
waters, don't be surprised if you come nose to 
nose with an unknown species of dinosaur! 


Defeat the big 
dinosaur by 
crawling behind 
him and lobbing 
three grer^edes 
at his back 


You can simply kick these 
bots out of the oir to pek up 
e few small crosses 


Crawl until this dinosaur flips 
you onto his back, than bomb 
nis tail until he^ defeated. 


As you did in the second level, 
lump to the lowest limb to 
head for to the treetops. 


JOURNEY TO 
THE JETTY 


NOW MAKE 
YOUR ESCAPE! 


In this level you'll need to make your 
way to Isla Soma's bay, while collect* 
ing a bundle of eggs in a scries of 
underground caverns. Your troubles 
begin when you encounter the hungry 
tyrannosaurs that lurk around every 
turn and continue with the BioSyn sol* 
diers, who will block your path in 

every way possible. 


Your escape from the Lost World is short but sweet 
as you battle those BioSyn smugglers for the last 
time. While you will have to spend some time in 
the water, you can be clever and stay mostly high 
and dry! 

If you don’t 


Just crouch and throw grenades 
to topple these tyronnossurs. 


keep jumping 
across the 
water! 


You con defeat theses 
snakes by running in behind 
a spear that you've fired 


You’ll have to use the longHeap 
technique to reach this ledge. 
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SUPER MARIO 64* 

151 Coins in Big Boo's Haffnt (Voi, 92) 

Joshua Hanc^k 
Bryce Hatakwama 
Aixpd Hegwlcid 
HiJrtijes-scy 
U George Mu mock 
S |an*Michacl Olorga 
3 A lber ts OrtU I**! i i 
Kcrth Pearson 
Ryan Smith t . 

Jason Sorrerfliru 


Canup 
james Doyle 
Jaylor Femetti 
*> «OT Ci t iTrgy^ g 
David Hcndrvn 
Tim Hosaka \ 
^fipttJUStAC^ ..J 
Maft Karls 
JoiAthan Lockman 
Raymond Mariano 


Himiliom ON 


Daly^ily» CA 
Vlsaisa^ U n 
Wyo ming ^ 11 J[ 
StorrVlfB, ri 
Lopgmont^ CO 
Panorama Cit% CA 
Jiah nsaukpi. Nl 
Grand Rapitis; Mi 
LoTKlon^ ON ^ 
Fast Lyme^rt»-*» 

SUPER MARIO 64^^ “ 

152 Coins in WebDry World (VoL 97) 


Charieston^ VW 
Tumwatcr^ WA 


Avon^DH 
Miame FL 
Oak Harbor* WA 


SUPER MARIO 64 

TTieStOWFSr 


S9,9) time for the Princek's 


Martin Larente 
Scan Leonard 


Monk*Lauricr* PQ 
Cryj aUa ke* iL ^ 
Halst^ 
Rio Hondo* TX 
Lunenburg* MA 


Ken Banks'^ 
Jeremy Bovgoin 


Hector Ochoa 
Chris Rc^ichai 


Murrieta^ CA 


NINIENDO POWER 


DON'T TREAD 
ON ME 

fn the Arwing. you can aasily .. 

dogfight with the ships ewarming 1 
over Ketine, but how meny cee 
you shoot dowa while driving 
r the Lendmester tenk? Enter Ketine 
in Tune Triel mode, set the clock 
to five minutes, then bop into thS 
tenk end show us just how sherp your I 
shootingis: r" * 




DONKEY KONG LAND 3 


STAR FOX 64 
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RECON MISSION GOLDENEYE 007 

Before James Bond can free the hosti^es from the Frigate, M needs 
to have you to scout out the ship and relay some info back to 
England. Sneak through the Frigate stage of GoldcnEye 007 to find 
the key elements that Her Majesty's Secret Service is looking for. 

1. What color is the flag at 6. How many light fixtures are 
the front of the ship? on the ceiling of the cargo 


What two* digit number 
is painted throughout the 
side of the ship? . 

What code is painted on 
the single cannon at the 
ship's port? 

What code is painted on 
the missile launcher at 
the ship's stern? -- 

What letter is on the 
outside wall by the cargo 
bay door (by the heli* 


How many wind^ield 
wipers are on the cabin's 
windows? 


In the communications 
room behind the cabin, 
what region of the world 
does the second map from 
the Ipft Hppirt? > 


po^youHAveWHAtiTTAtcer? ' 

Suti us ch^llgng^ tdt n^ nr ptliU tt iOf ^rnii r, jchkkiU ggU 
for this month's Arena. If we use your suggestion or 
you're a top qualifier, you'll receive Super Power 
Stamps and hay| your name featii|Jed in NP (for a 
LiRfiuiEi^iift'Or c^aiificrs^'^uffTo wira^ritniei'fitu.'iuiii^ 

hpW TO ^6 PTCt|r6 P6RF6Ct( 

^ mclutfe'yulif woe or^SuplrflW irTRie pHolS’dr 
your high scord. • Dim the lights artd then take a 
few photos without a flash. • If youjre taking a photo 
Potf pia^e I t on a flay sur f a rp, • Wrij^^ 
your name, address a^d Member Number on thf 
bick of your photo. •tThe Arena challenges feaured 
trrthis issue must be received no later than I 


WAVE RACE 64 ^7 

fastest Thntfs for Clachsr Coast (Vol, if9) 

^ Hl id g e l e^» WV i m 

Natli^Gray Thomsotv It 1:23.301 

Rob^ Coulson Phoenix,^A2 1:24.190 

— Nict^Nazza Jj244^ 

tTi^iArd PelMier Montreal, PQ T^2^24 

MARIO K4RT 64 f 


ANSWERS TO VOLUMES 
MIX AND MATCH QUIZ 

Jimbe - Mdfe Mdnia 
Tha MjshrGom Kngdom - 
Super Mano 64 

Bofnbei World - Bomberman 64 
The Noithern Kremisphere - 
Donkey Country 3 Dxie 
Kong $ Double Troublel 
The Lylat System - Stai Fox 64 
Hyrule -The Legend of Zoldn • 

A Link to thsPdSt 
The World ofBalancp- 
Fnal Fantasy [II 
Tcondera -The 7th Saga 


Montclilr, N) 1:18 40 
HowelliNI 1:20.6h 

WSaiP' MD ,, . , 1:20 .70 
Los Angles, CA 1120.87 
Don Mills, ON mi.02 
Cernlos, CA 1J21^1 0 
O. IJ i ^, P f 
Weirtln, WV 1:21 86 
Hawllsbury, OT m2.17 


Aaron Solomon 

f 'Ms Okaly 
pnathan Bucca 
GecMgeY<Kaa]^ 
Tim Moon 
Calvin Slau 


E*mail us with challenges and suggestions at 

^ _ar I n t endo.com ^ 

tfR send enfries to: • “ v ^ 

I Power Player's ArcrU, P.O. BOX 97033 
9 Redmond, WA, 98023*9733 * ; 


ioc Loundur 
Eric Dvsabrais 


iknll 

DKR is as much about exploration 
as if b about racing. Diddy's } 
wandered far off course. Can you 
figure out which track he's on? 

If so, snap photos of your favorite 
racer parked in both locales 
and send your pics to u$. Well 
randomly select 10 winners from 
all correct entries! 


4 






























UJCUJ Us. nUJQ: UJQRLD TOUR 


mi 






9P«I> 


THQ/96 Megabits 
1 to 4 players simultaneously 
Controller and Rumble Pak compatible 
37 wrestlers 
5 modes of play 


All the wrestlers, all the moves, all the action! THQ dares you to enter the ring. 

The 3-D graphics feature smooth, lifelike and attacks, you'll 


ft r:ni ' Tift 




animation, and the modeling and texturing make it easy 
to recognize the wrestlers of the WGA' and NWO 
Occasionally you'll notice an arm punching straight 
through another wrestler's chest, but for the most part 
the graphi cs are t op rank. 

The great thing about this game is that 
you can do a lot with¬ 
out knowing a lot, 
which makes it per¬ 
fect for multiplayer 
matches when one or 
more players may be 
new to the game But 
if you study the vari¬ 
ous grappling moves 


.fufv conmob 



SCORES 


6 - 7.6 


1 - 6.7 


fll-SJ 



yn 


find that WCW v s NWO has quite a bit of dept 

This IS just what a wrestling game 
should be It features tons of moves, lots of wrestlers, 
good options including handicaps, and the slightly 
gonzo atmosphere of the real thing 
^3iJl}^l?911*jn As a multiplayer game, WON vs NWO 
IS terrific It's also fun as a one-player game 
IgiitijrQ The music is high-energy and the crowd noises 
correspond to the action in the ring. 
fi^iUltiiiJiii^ Paul More real than pro wrestling 
itstlf~no really Scott P You can feel their 
pam Sonja This game is rad All the 
wrestlers have their signature moves Erich 
Henry liked this game a little too much and 
that scares me 
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snoujBonRD kids 


•Atlus/64 Megabits 

• 1 to 4 players simultaneously 

• Controller Pak and Rumble Pak compatible 

• & courses plus three bonus courses 

• Stunts 

• 12 boards 


Goofy-tooted or not, boarders will thrash on these N64 slopes. 


in!*u?.r< 




.S««B 


GRAPHICS 


_ The SIX 

courses cover a lot of 
ground; from tradi¬ 
tional snowy slopes 
to a night course and 
a grass course on 
which you board 
through villages and 
pastures Don't let 


the young look of the characters fool you. Snowboard 
Kids IS fun for any age 

The Control Stick is set up to mimic the 
manner that snowboarders shift their weight when turning 
By pushing left or right and back on the stick, you'll turn 
sharply Once you learn this technique, the rest is easy 

Although we would have liked to see 


GRIHE OESICn 
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even more courses, 

Atius did include enough modes of pay to keep t‘e 
courses fresh, including the Board Came mode in which 
you earn money for upgrading and painting your board 
The use of items for attacking your opponents adds more 
depth to the game So far, this is the only snowboarding 
game that has taken the Mario Kart route 
tanikiiiisiiilS There's something satisfying about any 
game in which you can knock off your opponents using 
snowballs or a frying pan It also keeps you on your toes 
iflinrrfr il The kid's voices are high-pitched, like car¬ 
toon mi^ but the music has a euro-tech sound 
WiTTimT3ii ia Sonya Ifs surprisingly fun 
Coming out of nowhere, I think it could be a 
hit lason It's not so cute that your stomach 
turns Terry Just plain fun 


5CaRC5 


»7.0 


ytja 


lfl-8.5 
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JEDPRRDV! 


• Gam'>tuk/32 M^giblts 

• 1 to 3 playtrs simulhnaously 

• Computar assistad answar o^ion 

• S50 caUgMiaa 

• 40QO anawart 


1 .^ 1 ^ I.IJITI 


jeopardy^ is still a kick 

EilTTi lil Although the game is only 32 megabits in size. 

It manages to include a lot of voice and the very recog¬ 
nizable music and themes from the TV show 

Terry / love this game until the questions : 
Stan 10 repeat which can happen once you turn off the game. . 

Jason If I had a nickel , 


Alex Trebek has all the answers, and questions, too, on the N64. 

Cametek used digitized video of Jeopardy^ with the graphics, but 
host, Alex Trebek, to create a close connection between this 
N64 game and the popular game show T he set of jeopardy’ 
was recreated in 3-D, although without much more success 
than the rather flat results from Wheel of Fortune Still, graph¬ 
ics are almost inconsequential to the enjoyment of this game 
|»|Vifirirfii*tiil Let's just say that the requirements of 
play control in jeopardy’ don't lax the system, but one nice 
touch IS that some actions can be activated by a button 

Cametek placed its emphasis on the use 
of categories and answers that are indistinguishable from 
those* used on the TV show The video of Trebek and the 
use of digitized audio further enhances the connection 
between video game and TV show 

If you like quiz games, you'll love 
jeopardy’ Cametek may not have done incredible things 




for every question I 
got nghtr I'd have, 
like, 45 cents It 
can be pretty 
humbling 
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FIGHTER'S DESTinV 


• 0c:nn/9G meg':blts 

• 1 or 2 pl':y«rs simultaneously 

• 9 fighters 

• Controller antf lAuinble Pak eomriatibi* 

• Trading feitun 


pRiiPHics=8.2 Rf»'canTRau7.o CitmE DESicn=7.2 SfiTisFiicTion=7.2 5aunD=7.a 


CRflPHICB 


N64 tournament 

polygonal figures whirl, leap, duck 
and battle on platforms set amidst various exotic settings, 
Thp anim=*rinn fr-arTt^ cpr*ms than uthrr ^-U 

fighters for th e Nb4, but the game plays very rast 
■af nagiT n inill Quick response is the most important 
control issue for any tournament fighter, and Fighter's 
Destiny has it with both the default Control Pad and the 
Control Stick option. 


fighter from Ocean 

not a death match. Ir 


moves are in four cate- 
gones nonnal, aerial, 
special and escape 
The game is unlike 
other tournament fight¬ 
ers in that It approach¬ 
es flghting like a sport, 


each fight, you must accumulate seven points to win. The 
optioits are very coimpkU% includifig one that Ms you alter 
the size of the ring itself and change the award points for 
different moves In Master mode you earn new skills as you 
win matches, just don't lose to the joker 

lilfiiiil If you want a different kind of fighting 
game, this is it. Fighter's Destiny is easy to learn, bur 
there's enough depth to keep you in the ring, 
fetirrilil The voice messages get old quickly, but 
the music is well suited to the speed and energy 
of the play 

Scoff P It's n/ce fo see a fightmg 
game chat relies on game play instead of gore 
Erich. The fighting engine isn't overly 
complex so it's easy to pick up and enjoy 




A small window on a big adventure. Turok keeps you in the action. 

ESuMiI^aGood animation and large, clear characters to the original Turok 
mark this Game Boy side-scroller as a meaty dish for 
action fans Like all Game Boy titles from Acclaim, this 
one doe s not support Super Game Boy enhancements. 

Turok handles pretty well in side- 
scrolling format He runs, jumps, squats, climbs and 
swims—^just like in the N64 game He also uses the same 

huge assortment of 





'y weapons Selection of 
.Ltthe correct weapon 
y for facing different 
enemies turns out to 
be one of the greatest 
challenges 

CSISSElSBil The 

loea was to stay close 


game but to do it in a side-scrolfing format. You'll find 
the same items, enemies and areas in this Game Boy 
version, but, of course, the map layout is quite different 
in appearance 

The action is constant and the eight 
worlds are large, giving players a lot of game for their 
money Obviously, you shouldn't expect the same 
immersive experience of the N64 Turok, but this is still 
a good game for its genre 

The music and sound effects are surpris¬ 
ingly varied and high quality for an action 
game Dinosaur roars are not in evidence 
faiiiiijiioiii} Scott P Turok is a real 
treat Good play control and lots of action 
and variety j 
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THE LOST UJQRLD 


• THQ/4 Megabits 

• 1 player 

• Passwords 






Is something eating you? In The Lost World, it probably is. 

nmsm From compies to pterodactyls, The Lost World grasp game world for 
has dinosaurs coming out of the woodwork, or at least the 
woods On the Came Boy screen, you might not expect 
these cntters to be as ferocious as on the silver screen, but 
the reality is a bit disappointing. The characters here, both 
human and dinosaur, seem overly small 
|jV\f4ii|]f’7il^The Lost Wodd is needlessly 
awkward because of its poor hit detection and delayed 
trigger actions while using weapons 
R The adventure on the new dino-infested 

island moves along side-scrolling paths with some interest¬ 
ing detours and maze features Mission objectives are 
radioed in at the beginning of the stage, then you're on your 
own It's fairly straight-forward action, though, just scrolling 
and shooting The password is a nice addition. 

Iwiiiw n^Tulii The Lost World gives players an easy-to- 


le Q 




□010 


some Jurassic fun 
Once you get beyond 
the control issue, The 
Lost World can pro* 
vide a nice escape 
^Hiftljnivery stan- 
dard Came Boy 

sound, but you have 111 IBV fflllKIll/IUnifM] 
the option to turn off 
the music, the sound effects, or both—the 
best choice 

EmnisTS Erich / may be all alone on 


thn>, but I (hmk it's entertaining Marty 
Too easy for my taste Terry. Something 
survived, and it's realiv a shame. 
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EURLURTOnS 

Our evaluators have spent years 
playing and evaluating games for 
Nintendo and Nintendo Power* They 
all have their favorite categories, but 
they play and evaluate every game 
we receive. Follow your favorite pro 
in each issue's Now Playing. 


( ARMlMD-RflMint Silventifres 

D 

("^ljC-*ngfitlTiQ, Spor^, Simuiotions 

J 

(jW ART y -Sports, i^tlort sovontures 

1 

( •coTt o.'«ctim. ftufttnig. (tP6. 

1 


r^mtil-SportB, 1IPC% Stfosfitures 

1 

rKOTT P-'£pdrts, SmiiliMiit sswntunsj 


(HEIum-flentins. ilclioft. Sports 

1 

( 30M4A>'P4iaaln. RPCs, pighting 



( t ASOty Sdvtntures, Setion, Puoztes 

D 

( reilRT' RPCs. Sl.m^attont, Puzzles 

j 



RRTinGS 

Each k*ower Met^ category is wei^ted to leRect its 
overall imporbince. We ftd titat Satisfaction and 
Design arc the most important areas, clossly followed 
by Play Control and Griphics. Sound tends to be less 

important for mcflffune,. . fegjftE Bfeaftlfe 


RGE RRTinGS 

Hicsc arc the official ratings from 
the Entertainment Software 
Ratings Board that reflect appro¬ 
priate ages for flayers. To ctmtact 
the ESRB, call 1-BOO-771-3772. 


E«9rly 

Childhaad 

KIcto to 
Adult 

Tf*en 

1130 


Mat 


prinr to ttw camcnancp- 
ment of the ratings 
tom oro deolanotod MR. 


!.» I (I r 


Adult 

lIB^l 
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The Inelde eouree for all 
Nintendo News* 


NRA IN TNE ZONE '98 


REPORTING IN THE 


Five on tive hoops arrivesf 


FIFA: ROAD TO TNE WORLD CUP '98 


EASpom steps up. 


UIm Soft takes the slick. 


CASTLEVANIA LEGENDS 


NEW PAK WATCH 


r 





An adventure that never dies, 


ews IS good, but it's slippery To 
understand it, you have to grab it 
and wrestle it to the ground until it coughs 
up a good story That's our philosophy at 
Pak Watch You've probably noticed the 
change in the appearance of this month's 
column. It's not just bold headlines, though 
The new Pak Watch will focus on the most 

"other aagazlne 
•dltora assuaa 
that wa’aa aaan 

ararythlng, 

aoaiatliiaa aran 
hafhra a gaaia 
axlata." 

important gaming news every month and 
help you understand what's behind the 
hype. We'll give you our first impressions of 
games as we play them for the first 
time-usually months before other mags 


even see screen shots We'll let you know 
what's really happening at Nintendo and 
third party publishers, not what rumors are 
floating around In short, we want Pak 
Watch readers to be the best-informed 
gamers in the world 

ETard-nosed, 
rhino reporting 

When we talk to other magazine editors, 
they assume that we've seen everything, 
sometimes even before a game exists That's 
often true, because we receive many games 
when they're as early as 30% to 40% com¬ 
plete As for news of new games, you'll read 
alx>ut the deals here before the ink is dry on 
the contracts, like Ocean's license with 
Warner Bros to produce three Looney 
Tunes games for the N64, which you can 
read about this month But enough self-pro¬ 
motion Check out the new Pak Watch, 
paying particular attention to the red- 
stamped special articles, then let us know 
what you think 
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EAD GROU 

uddenly, ifs a two horse race in the 
category of N64 snowboard racing 
sims Up until now, it's been all Twisted 
Edge, which incidentally will be published 
by Midway, probably in 
April Before that hap¬ 
pens, though. It IS very 
likely that Nintendo's 
snowboard entry will 
have been in the stores 
for several weeks, or 
longer. This month we 
take a look at the first L- 
spectacular screen shots of EAD's 1080 
Snowboarding and report on the game's 
play and features. 

As lOTSly 88 8 tr«8 

1080 Snowboarding may be poetry in 
action, with graphics, animation, 
effects and play control that com¬ 
bine to feel something like W^ve 
Race 64, but is it as lovely as a tree^ 

That's hard to say, but we can report 
that this game does have killer trees. 

As you fly through narrow, forest 
trails overhung with branches, you'll 
get the picture, and it may take your 
breath away or knock you complete¬ 
ly unconscious 

ff8r«’8 looking 
8 tl 08 a 

Here's the scoop At least six 
courses will be included 
in the final game, each 
with jumps, varied ter¬ 
rain, stunning alpine 
backgrounds and spe¬ 
cial effects. You'll 
choose from among six 
characters, each with 
special abilities or attrib¬ 
utes. Five game modes 
will include challenge 
mode, time attack, two- 
player VS., practice and 
stunt mode, all in a 96- 
megabit Pak Of course, 



It will be Rumble Pak compati¬ 
ble, and the game will save your 
progress in the Came Pak One of 
the coolest parts of 1080 is some¬ 
thing you 
can't see¬ 
the feel of 
the ride As you slip 
and slide or carve your 
edge into the snow, 
you feel the surface. 
Different surfaces, like 
hard-pack, ice or pow¬ 
der, all have their own unique feel, and that 
feel IS conveyed to the player in the way the 
board handles You truly feel the snow. If all 
this sounds a bit too poetic, wait until you 
plug in the game this March when Nintendo 
releases it 



Natural and man madejumps, like this cabin roof, givo 
boarders plenty of opportunities to catch air 


All this dstcU appssrs at fall raelnc ipaad on tha ]V6V« 













































Vanda-on pratlawa of upeoAinc gaVoa. 



WITH KONAMI'S LATEST 
SPORTS SUPERSTAR 



hen we first met Glen Rice at E3, 
the NBA star seemed more inter¬ 
ested in playing Star Fox than in talking 
about his endorsement for a basketball 
game that didn't even exist in demo form at 
the time That's probably changed now that 



N8A In The Zone '98 is complete If Glen 
doesn't get enough hoop action with the 
Hornets, he can dish up some more at 
home on his N64, and Fox McCloud can 
take a breather 


Tho NBA on N6V 

NBA In the Zone '98 falls somewhere 
l)etween arcade b-ball blitzes like N8Ajam 
and N8A Hangtime and true simulations 
such as EA Sport's N8A Live series and 
Nintendo's upcoming N8A Courtside 


(Subscribers, check out the special pre¬ 
views in the subscriber bonus section of 
this month's Power for more on Courtside ) 
In the Zone features five-on-five, full-court 
action with all N8A teams and players, 
except for Michael jordan. We think it's 
going to be a hot ticket for players who 
want a quick b-ball fix 

Th« Year of Konaiil? 

Our 80% preview version exhibited fast 
action and impressive animation—two def¬ 
inite pluses. Players choose from multiple 
camera angles and zooms while spectacu¬ 
lar dunk shots are replayed in dramatic 
close-ups Most players closely resemble 
their real N8A counterparts, as well, and 
the game has full, 12-man rosters Play 
seemed very realistic, although the comput¬ 
er squad was a little sloppy with the ball, 
and the controls were easy to understand 
and master. The game supports the Rumble 
Pak and four-player action in VS and 
Season modes N8A In the Zone '98 will be 
released in February about the same time as 
Konami's Nagano Winter Olympics '98 
That's an impressive beginning to a year 
that has Konami written all over it 

rapports tho 
ItuaUo Pak and 
four-planar 
action 
In 70. and 
daason aodas.* 




Nbu can flip through the camera options to 
get the best angle on the action 



Following a spectacular move like this. In the 
Zone gives you aclose*up replay 
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FIFA 64 GROUNDED 

FIFA '98 GETS GROUND UP 
REDESIGN FOR WORLD CUP 



IFA Road To The World Cup '98 
doesn't feel or look like a sequel to 
last year's FIFA 64 The new soccer game 
from EA Sports challenges Konami's ISS 
64 in ways that surprised all of us here at 
Pak Watch Without a doubt the new 
F IF A takes the soccer animation crown 
Excellent lighting, textures, animation 
and frame rate combine to give you an 
almost broadcast-quality experience. 
Sweet It IS 

It’s all In tha gaiie 

Ease of control was an important issue 
for EA Sports to address, especially in 
light of the intuitive control of ISS 64 
FIFA World Cup '98 bridges the gap You 
can play with just two buttons, but the 
use of extra buttons will add to the depth 
of the game It's a good balance The 
opening song on the title screen. Song 
#2 from Blur, also surprised us Options 



The new FIFA boasts 
some of the most realis* 
tic graphics in any game 


include friendly 
matches for up 
to four players, 
the Road to the 
World Cup '98 
mode. League 
mode, Training, 
and Penalty 
Shootout. 

Players can cus¬ 
tomize their 
teams by trading 
players, switching teams, 
and editing individual 
players. (Incidentally, the 
players are the real 
thing) The game even 
includes text in seven 
languages It should be 
the talk of the soccer 
world when it's released 
in February '98. 



Ubi Soft plans to launch a blitzkrieg on 
action and military stm gamers with the 
release of Wild Choppers in the next 
several months* Ifs been a long waft. 
Here's what to expect Wild Choppei^ 
sends you on missions in 3-D territories 
piloting a heavily armed helicopter gun 
ship. The controls require getting used 
to, but once we managed that we 
charged all over the large maps and 
blew up anything that moved, or for 
that matter, anything that didn^t move. 
The fireworks are tremendous, and 
that's what the game is realty about. 
EA's Strike series was never this intense, 
nor was it as demanding. Ubi Soft hopes 
to publish Wild Choppers in the first 
quarter of '98, a deadline they should 
be able to manage. 
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What** braaklnc in tha vorld of 


Konanl l^tes 

Konami's fourth Castlevania title for 
Game Boy arrives just in time to whet 
the appetites of Castlevania fans who 
have been waiting patiently for Dracula 
64 In Castlevania Legends, the vampire 
hunter turns out to be a fearless whip- 
toting young lady from the Belmont clan 
Other than her ponytail, you probably 
won't notice a lot of difference between 
the new hero and the brothers and 



cousins who came before her The 
action IS classic Castlevania side- 
scrolling, hopping, climbing, and col¬ 
lecting weapons and hearts. This game 
came out of the woodwork at Konami, 
which IS notorious for keeping projects 
hushed up until they are complete The 
result IS that you may find this game in 
the store by the time you read this arti¬ 
cle For Castlevania fans, even that is 
probably not soon enough. 

The quack Is back 

SunSoft, once one of the most prolific 
publishers for the NES and Super NES, is 
getting back into the game with some 



new N64 and Game Boy titles The first 
IS a Game Boy version of Maui Mallard 
in Dark Shadow that closely resembles 
the unsung, but high quality Super NES 
game of the same name Once again, a 
Donald Duck clone plays the role of 
Maui Mallard, a south seas private eye 
out to find a mojo idol of great power 
The levels and game play are very close 
to the original game, but if you never 
played that Maui, this Maui has it all and 
It's probably less expensive With all of 
its intense Game Boy action, Maui may 
send you quacking 

Dragon Quest llte 

Enix plans to ride the Pocket Monsters 
craze in Japan by introducing Japanese 
RPG fans to the first Game Boy title 
based on the Dragon Quest series 
Dragon Quest Monsters* Terry's 
Wonderland is scheduled for release this 
spring It stars a character from a previ¬ 
ous DQ game (but, he's not our 
esteemed Power colleague and RPG ace, 
Terry Munson) For gamers who don't 
mind the small screen, the adventure 
should be pretty big in this RPG 
Japanese players shouldn't expect to 
trade monsters, though. Dragon Quest 
Monsters follows the traditional form of 
previous DQ games. As for North 
American plans, Enix has not indicated 
whether it plans to release the game 
here At this time it seems unlikely since 
Enix USA has all but closed up shop, but 
the Japanese company may be willing to 
license the title to a western publisher 
Epic fans should cross their fingers 
and swords 

King rage 

Taito IS another publisher we haven't 
heard from in a while, but it seems that 
the Game Boy market is currently so hot 
that no one can stay away. Taito jumps 
back into the thick of things with a fight¬ 
ing game cal led Ring Rage Not to be mis¬ 



taken for the NES boxing game, Ring 
King, this martial arts/wreslling game fea¬ 
tures plenty of moves and good animation 
on the small screen Maybe WCW VS 
NWO isn't the only game in town for 
fight fans 

laroOauge 

So, what IS the meaning of the sub-title 
Racing Revolution of Sky Steppers? We 
don't have a clue, but it has something to 
do with AeroGauge, ASCII's futuristic 
racer for the N64 What we do know is 
that this speedy Pak puts you in control of 
one of several jet hover cars with a range 
of attributes (or an N64 Controller car) 
and asks you to fly at high speed through 



tunnels, canyons, cities and other danger¬ 
ous locations You don't have weapons, 
but you can take plenty of damage if you 
crash AeroGauge features a Grand Prix 
circuit, a time trial and two-player VS 
mode. Special boost techniques and 
shortcuts help you take the lead and keep 
It. We'll have a full review next month, 
and maybe we'll figure out what the sub¬ 
title means by then 
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OCEAN GOES 

LOONEY 

TUNES 

AND OTHER NEWS 

Ocean of America told Pak Watch that, by the 
time we print this story, it will have closed a 
deal with Warner Bros to produce no less than 
three N64 games based on Looney Tunes prop¬ 
erties Inking the deal starts the development 
ball rolling, but it takes time to create a game 
so don't expect anything before late '98 to 
early '99 Ocean says that it will spread devel¬ 
opment around Some of the games may be 
developed by Ocean's French partner, 
Infogrames, where Mission Impossible is 
undergoing final changes In addition to the 
Looney Tunes games, Ocean has signed up 

*Oe«an la TMdr 
to flood 
north laorlea 

VlthgOMB* 

Wetrix, a puzzle game from a British company 
called Zed Two and an action game called )est, 
which stars a Court Jester If that isn't enough. 
Space Circus is moving ahead and should he 
ready by midyear It sounds as if Ocean is 
ready to flood North America with games 

Late-breaking news out of Japan is that 
Imagineer plans to join the snowboard club 
with Snow Speeder for the N64 In fact, we've 
seen some video tape footage of the game, 
which turns out to have alpine skung as well as 
hoarding In the two-player mode, competitors 
can square off, one on a board and one on skis 
Midway reports that every Midway arcade 
game will make its way to the N64 The 
illustrious list will include Rush The Rock (the 
sequel to San Francisco Rush), Off Road 
Challenge with Ivan Stewart, Mortal Korn bat 
IV (currently in the works at Eurocom) and the 
current aracade hit, NFL Blitz, which brings 
intense, NBA jam type action to the video foot¬ 
ball field for the first time Several of the N64 
versions are already in the works at Midway 
and elsewhere The NFL Blitz N64 game 
reportedly is undergoing development at 
Midway's Chicago arcade HQ 




Fbrsakcn 


■ 





Klysloii la pe^ ltila 

1 » ! M 


fl . 


h 










n«7 


Z«ld«6V 


' . - 

»I ^ 


^90 


m3 

» 'S. 

... . 

Euaiier 


tY/- 



lOftOSNOWROAROING 
AIL-STAR RASERAU '9R 
RANJO-KAZOOIE 
ROOT HARVEST 
CONKER'S QUEST 
0RACULA3-O 
DUAL HEROES 
EARTNR0UN064 
EARTHWORM JIM 3 
F-ZERO X 

FIFA: ROAO TO THE WORLD CUP 
FIGHTER'S DESTINY 
FORSAKEN 

6EXII: ENTER TNE GECKO 

HYRRIO HEAVEN 

KNIFE EDGE 

LASTLE6I0N UX 

MISSION: IMPOSSIRLE 

MLR FEATURING KOI GRIFFEY, JR. 

MORTAL KOMRAT IV 

NAGANO WINTER OLYMPICS '9S 

NRACOURTSlOE 

NRA IN TNE ZONE'9R 

NNL RREAKAWAY '9R 

OLYMPIC HOCKEY '98 

QUAKE 64 

QUEST 64 

SILICON VALLEY 

SPACE CIRCUS 

SUMO 64 

TNE LEGEND OF TNE MYSTICAL NINJA 
TONIC TROURLE 
TUROK 2 
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ULTRA LOOE RUNNER 
UNREAL 

WCWVS NWO: WORLD TOUR 

WCW NITRO 

WETRIX 

WHEEL OF FORTUNE 
WWF; RAW IS WAR 
YOSNI'S STORY 
ZELOA 64 
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GAME 8 WATCH GALLERY II 
JAMES RONO 007 
KING OF TNE FISNBIMEN 
MAUI MALURO IN COLO SHADOW 
SUPERMAN 
WARIO LAN02 
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.tlold on there, young ninja 
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Vring off to battle ffie bad gu)S 
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You've read the Yoshi's Story preview* -now arn 

how to avoid the pitfalls crammed bctweeti the 

pages of Bowser's magical picture bofri^T^ext 
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feature detailed f . f J - 

maps a^ strategies ^ * 
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Sharpen yourddges cuid wax 
your skis—the £^>ruafy issue 
vyrit go for gold with a 
cool revief^' Konamifs 
Nagano Winter Olympic^ 
just in time for the 'XVlII 
Winter mpic Games! 


•lot 


hi* 




!»• 


W n(uwwWk>MCHMlBBiknMH (ICIuaiywn 

iaitiiU-,^<MM 

•I Ooti 

CUWiSiOWCkwbX 
'A AvulteT 
•iGvifepo- 
•SiCW 

A C«k|o V7 

r CVteVoii 

* PnWpiPrita 
IQ DniMiiCfiiv 

n DntmxTX 

TtCWnyiAbbbi 

tI Op*^ Km Ciontry 

k [ViijQn KawC^RTwy* 

KPvUAKwSU'TtrtS 

%.Dn^r 

77Cn««tVlnr 

ALABouid 

^ butfewvrBlbr* 

••1 intmi SvW Km»41 

^FMrMMvU 
M IWFo^MVin 

% RvAlXswRUHtWlMM 
K liirM klM 
Q niubMofCftU 

bktenthns (MotAAvIuot 
w kite cn« 

'i 

«.iinMiWi2 
«taCi«nirhM*MLI 
N. & QiWy k tMuw Ln 

ftOklwa 

W RS^Dmawtoiwr 
OLBit^DianUMII 
n IWtmdWUdi AUtAHlIvrM 

i7bntvf!m»tall 
idl^lMVUuv 

mufcr ^ 
ieuMv>«n^ 
ler.Mn rwi 

IV Pm^SbcotettbV^MtfwGm 
WIteMKk 

la UuMjIaMVOMW''" 
lb< kMtoMnJOr 
UtM*M"AAX 

lAumutnn 

I&mSmqaI? 

IHMaSiMiii? 

1 l^iKIWn 
I 


HMaiiUiii? 


S ltoJKomi 
MMlKmWl 
•Ifthfccw 
aWPsc-Mk 
tSKUCnvyiCo 
I& UlAIkiVHv 


ui 


SK> 


(k NKAUmlbiinwAvWUwfi 
IS NMliwW 
DbNFlOtiMMdcCU^ 
ir NHIW 
m NtipCnln’Frftfry 
OfOwAMk ^ 
lA CrniMSuMvCuw 
ISLM*^ 
iXPrvWItw 

ixnni 

larMviMi 

19 laufivMI»I1wGMto»IV 

IX S—wralSadoiiT 

l« Sc^DmMmBov 

141 SwrMr/Cwiiivw* 

IC^rarfMm 

lUSnCiw 

IHjc^aui 

ICSauifinnln 

liiSMwn 

ItfivhiK 

I#. WIM: ta Aimny 

I4I1IMMwAI|<>m 2 
RM ndi>* 9 
ISlSimrVW'll'Mo 
Lt. hnltMFY 
ISa Super S«kk» 

14, So A.r bmMmwi 2 

IRKSuiu W4m>Al«Sm 

15k S»,vrk4ifiuKu< 

iSFSn'MmUC 

14&IW UUo HhM 2 Yjaht bM 

l» 

Itf Sopr PiMivOul’ 

IbLSuWsufVvn 

WbjM^MMrn 

liaiMKJV 

itnwwi8Mtma»SMn 

Itf ImW v*l Ut JOaUbm 

IfA’kWbfrMM 

IV WAIM. 

IM IbMfc 

l«1.‘bpC«raD& 

ITS IK aw 
in Toe Lis 

|?1UH(W«IMKotM2 

nUimeoH 

|7iUrmH9IHb 

ITS u •ano'nrKMUM 

l» ivwFRnv 

177 UWFWiWbMiikTteAf^ffeGM* 
|7" \ Mm Mutant Airakia 
iT^Zarn ^ 

(jtmt MV 

l^lAKMOTMn 

l4AMh 

III AAMo 

Hi AWnUa/SUW CmmM 
l«,5«|bAnMtaMMa 
lit lWl«^r4|«imiut 


NU 

lA«0i4M"k 
ZAhlwatatjnii^ii 


XHivl rpa 

4 BvbompM 
iOmrnTWW 

^§aSK“ 

tCUtWl 

11 MtffWIanW 

12 fameC 
iXPIMvMwM 
RFVUtewM 
ISGoHcaEyvnr 
tPHMl 

12 iMfMBml $■(«*{! 

aUawllvDiriAw 
21 IMtIvM 
J2Mar».ki1W 
ZXMWtwtMjiw 
MM(P IkartBiUvAvIMMSuMk 

5 Mcft Ikmollrtic 

XMl •ilUMQuPiCwhtp 
VNIMUmM ^ 

n NPLQuSlii* Chill w 
2* PuHlbltMM 
X KotvwooM 

31 SwF <r)4iiMlMlfcE»bMel«>«|f 

nu I »M 

33, SUi \^4/v IbiIm 4 llw AtiM 

35Trf%cltfip 
3iTcvO«« Mly 
y Unci. Pit 
SSVWC-Uk 
MWnvKidH 
4( WnTH {■ 

41 WCWVt 
42Wla ofl 
Suitr k' S 
ifAaahh '•IbIMmw* 
HAMJjnMhnulyNWiw 
tfTVvAJkwm rfiNrwtfcbbta 
MAmAi/S^MHa: 

4?AinnuM> 

«Ai:id« aCwMH* 

• AndWXMMHk’IteABriCAabw I 

V.iMkiMtK 
SXiMkMm 
SI UaMaA'n 
‘A RMniDadi 
» RainHAfvcvM 


34>Hocte> 

W 


IWyibh 

vWtH^PMV^ 




NINTENDO POWER 


A TaLkhtiii 




wnvwb* 

iLtrtn 

S SafuMSkytom 
JRSobWiv hnPak 
W.Sc«rrla«HMf> 

14 SutTiii OwiaUo* 

tlLMwtnMiwU 

KlSnaiPWv 

:S3SiMrMn Lnd 

M SuprrMM Uri 2 . SGMlw U* 

MSmhWnprSwM 

MSWfWtlFkral 

3i?X«im0«ki 

ZMlamiua: 

>!• W 

27T T«n»AM*k 

71 

TmWtoPha 

74TMAbPiMtaa 

^ Tiny'ben ^l»trMW2 




r7TwlBl^t4ih 

27KUrMt»ikf 


7IStot!kMi 


91 KiffeiUari Stc«rMaf»Lwd3 
ZeWWMU^ 

2K» 7A>r 

Uprwniii Stiuut Si OiImc Mis 

nt AddJTM F^miJy IM<tiNt4l 
AmOua INkil 
a»i AI14v 

3lC Anl«nl&>araOsM> 

2M 

WfckhnWNM) 
7UIKIyH«vi«CN»l| 
yi Ibf^hoiwCNMI 
2R liM AMU*: tCll» W) 
yv Cma«<S k Cmw CkU 
M.Cffte'aQiatfCM 
2ftCiPib*(NM) 

DMiaXOCNMI 


y? 0 imki9m'NM 
OiufHNpilUM) 


2M I 

Vt btMifrw4«(NM) 

VO hfUixAlntSINW 
301 EwwSpiivCNmI 
Xai/MiMMI 
IDFanriyS^baifMI 
XH PTA W u HWU Cap VI iCmv M 
MiWAVMdCiv NMI 
SnkR^i.OmiNMl 
V pMlmCNWI 


irVttif) 


3fM,f.A,4ri 

3M (.MW b VMhCdlktT 2 tc«n« M 

311 ^tKlk»n«kM 

naCMRbMrllwQuK NMI 

3tl Fbrvol Mem ll^iw b«| 

3liHifwwHmMW 

3IR IlfWi naiiM Mkifiif? iGwn Ini 




Th. r1>«Mk4Mv«iiA»V 
3l7Kab/aAfcb*'lVMI 
MR Hm fdm VW| 
miiW^UXCNMl 
l2D.Th ifV**l4U«M7A«Uf«im|IVAI 
^2I LiolteKthM) 

X2 Mmac TV CnhfW MMI 
lj«|ivlilfMi) 

3;i M4R'l'UitM>4MI 

bMunJW SMI 
IK MirSlrSeZi* WINMI 
327 Ml Mlk mpM 4 to 41k iNMl 
39 Sm« UVwrOtvrmiSI *«in 
toN&.KfeMlFWI 
Dl NMCmnmtNMJ 
331 Nkl F»(M (NmI 
V32, MIA Hj4«vn4 (NSU 
3UNbAhtoZcPW'«ihMI 

3H NIU Lnt V» (SuKt kO 

XVSeWtrSeoH (Ml 
'UkNHI V&prNB) 

37 NILPA «4m IWM VMC«tovN 3>0 
ltokvTSH(^MJ 
SbLNuWMbW 
Ok NMMsWDUOi** 

30N(W«b3MV 
VI l3«lMkCMM{GBnwhV} 

M2.QuaW(hMl 

Mi Quw hrCmki IG^Soy) 
MSIbyLH4»(SU| 

3«1ftoJltMhlKM 

3«7 IbbwdtCrywdDiMla MM» 

M4llinblP4t 

3»M3fy(NU| 

MOtonC w brtfW) 

« tewtnwrUhMiU 
3Sl$MCnw<MM) 
mtaSMbftBkBMby SM) 
iAtonVaOU&mCfMl 
ASoimM (NMI 
XiSvpakiwIVCT'NMI 
3F7WPi4an.«43CMi 
39 SMwrltoSMwf ww roai 
W Su f iif WAp, IQ— %■»! 

KOSuwnrwn MMI 
M Ti^jUtlkTMft 

VhrA'tFM) 

Mitwaiad r*pHiniili( infi ■: tk 1 * 

MlfenDMlNMl 

VA Uln Itot IMmo <N ii' 

MTinnSMarlUM 

VkUnMl94W 

3M VttetMpm KmUwOuMi 

mAMQMlIINtO 

n HMMStSinwIuy} 

WCWNtoBfSWl 
3:?ViM((Nm 
FiWUClMn MUI 
V5 MtotfntoMZtNMI 
mWAT VtoWOM) 

37 VWfTMin (NMI 
3K7KbW«WI 










go gel 1 




laKe the 



n;in;te:n;|)(> pwch 


• # 



•N;64 
Coitlfollei' 
' PaKsl 




■H64 Systems! 

(plus one Ganie P’aK) 


N:64 



[Jilow, HOW 


pL/vy 



The Nintendo PoWeT Input Phone Challenge 


We're giving away 64 of each prize' Entering the contest fs 
easy as L, 2, 3! Just call 1-BB3~740-B936 


1. Have pen and paper ready Dial the number-hey, it's a free 
call' You'll be connected to Nintendo Power's NPUT Game 
Center Using a touch-tone phone, you'll be asked to enter 
your unique Member Number (It's the 9-digit number that 
appears on the mailing label of your magazine 


2. When your Member Number has been verified and 
accepted, you'll move on to a series of questions regarding 
Nintendo, Nintendo Power and Nintendo games. Use your 
touch-tone phone to NPUT (input) the answer for each ques¬ 
tion as prompted 


Find your# and 
write It here 


EXAMPLE: MBR 01234567-8 


3. If all questions are answered correctly, you'll qualify for our 
NPUT Prize Pool The prize you receive will be selected by the 
Nintendo Power NPUT computer The call should only last a 
couple of minutes, but before the call ends you'll know if 
you've won a prize and what that prize is We'll match your 


50 


1 


CHU 


Member Number to the prize you've won {if any) and we'll 
send It out to you 



SWCTYFOUH 


f1-RRR-749-8936) 









CONTESTKUieS 

The phone lines will be open fo^i^ first l50,00Q^ijl^S9 c 
until Febn^ry 9, 1998, whichever comes first Limit one ca 
per subscribt^p*^H^ — 

All prizes will b&fwar(J€^i ^tumber of entrants who qualify fora pnz 
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For Offical Use Only 
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Look for your free date book! 
































LOOK. mn. no 

UJHEELS 


F-Zero X vehicles float above the high-tech track on mag¬ 
netic cushions that reduce friction and increase speed to 
breathless levels. But, if you hit the electrified side rails, your 
car will take damage Some cars are built like tanks and can 
absorb the shock of rails and other cars smashing into them 


P-ZERO RRCIRG HRS 
RDURRCED R LIGHT- 
VERR SinCE *91. BUT 
SQITIE THIGGS GEUER 
CHRRGE. SPEED IS 
STILL THE ULTimRTE 
THRILL m THE GRLRHV. 


RETURn OP THE 
KIRG 

F-Zero, the best racer of the 16-bit era, now has a worthy 
successor F-Zero X appeared on the test track for the fiist 
time at Space World in Japan, where we took it for a spin. 

F-Zero X defines speed, 
graceful analog control and 
power. If Extreme*C was 
captivating, F-Zero X is 
exhilarating This is the N64 
on steroids, pushing poly¬ 
gons faster than you can 
believe through looping 
tracks, half-pipes, and over 
jumps, all between charged 
rails ^at will do a whole lot 
more than chew off your 
chrome if you make first contact Dozens of cars, drivers 
and tracks give it impressive dimensions. The best game 
designers, Nintendo's own EAD, in the world give it class. 


But some light and maneuverable vehicles crumple on con¬ 
tact In F-Zero X, you'll choose from one of approximately 
30 vehicles and eight drivers with varying skills Once 
you're in your car, you'll have the best control Galactic 
Credits can buy The R and Z Buttons tilt the car to bank 
through shaip turns But the single biggest change in this 3- 
D reincarnation of F-Zero is the camera control Smoothly 
zoom the camera position toward or away from your car, 
then rotate the position 
of the camera any¬ 
where around the 
vehicle If you feel so 
disposed, you can even 
move the camera in 
front of the vehicle in 
order to see the compe¬ 
tition eating your dust. 












20.000 LEOGUES? 


Twenty-thousand? Not yet F-Zero 
X has three main leagues and one 
master league that you'll access 
only after completing the first three 
leagues. For those of you who 
never experienced the thrill of the 
original F-Zero, a league Is like a 
circuit in other racing games. The Jack League is for 
beginning racers, while the Queen and King Leagues will 
test experts Each league will have about six courses. A 
race lasts five laps, but you can customize the number of 
laps required for victory. The courses are longer than m 
the original game, with each lap lasting several minutes 


POUR on THE 
FLOOR 


Perhaps the most welcome 
improvement in the N64 
F«Zero X is the inclusion of 
the multiplayer mode Four 
drivers can now battle for 
supremacy of the space 
tracks. In the multiplayer 
mode, several types of races will be available, including 
head-to-head and racing in a full field of cars 


DO IT VOURSELP 


FUTURE PERFECT 


No matter how good a game is, eventually you will win 
every race with every car, and then what? Or will you? 
With F-Zero X, you many never run out of new courses 
because it is being designed with an open architecture 
that allows for the addition of future tracks, cars and 
characters to be added via the 64DD. How it would work 
goes something like this: You buy F-Zero X when it's 
released as a Came Pak. When additional features are 
available on the 64DD, you buy a disk or download the 
information to a disk. In Japan, plans are already in the 
works to place high-tech kiosks in stores where 
64DD programs can be downloaded. The idea is to pro¬ 
vide a low-cost extension to the life of a game This may 
sound almost too good to be true, but it's happening And 
there's more. 


Upgrading and adding to games is cool, but for many 
players, tfie ultimate in interactive fun will come from 
designing their own tracks and challenging their friends. 
On the 64DD extended game, players will fmd a com¬ 
prehensive track editor According 
to Mr. Miyamoto, you'll be able to 
create loops, curves, energy 
boosts, narrow passages and long 
jumps that are almost impossible to 
cross-^ll the elements you find in 
other F-Zero X tracks Make them 
tough, make them easy, make them 
long or short or as twisted as a 
plate of spaghetti You'll be able to 
save tracks on the 64 DD game disk for as 
long as you like, and best of all, you'll 
able to exchange your tracks with your 
friends The possibilities for custom tracks 
are virtually infinite, so F-Zero X is likely to 
be the first video game in history that has 
no end So when does the fun begin? We 
expect F-Zero X to arrive in North America 
by August or September 
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playing " Sounds like the man to talk to 


THE CITATION 


"The process for creating JH^40 or so characters that 
you'll find in Turok 2 begins wjHva concept document," 
says David "I write down in det^What the worlds of the 
game will be like, what sort of sod«tIcsV>y'll ^'^id there, 
what the architecture is like and so dn. I^nt 
illusion that things really make sense in this'waW^and 
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m TUli HEART OF TEXAS, A NEW TUROK 
ADVENTURE IS TAKING FORM AT 
IGUANA ENTERTAINMENT. IT MAY WELL 
BE THE SHAPE OF FUTURE GAMING. 


THE CREATOR 

Enter the exclusive domain of David Dientsbier, director, 
producer and creator of Turok and Turok 2 for 
Acclaim. Although the modern office 

building that holds Iguana 
Entertainment may be built 
of stone, steel and glass, 
David's world is built of 
aliens, jungles, fantastic cities 
and incredible weapons, not to 
mention enough SC Is to choke an 
elephant. David is a vision guy as 
well as an avid gamer "I think about 
things that I would respond to if 


that includes the native p<»ulations that are found there " 
David and his team of world class programmers, artists 
and designers introduced us to an outstanding cast of 
characters in the original Turok, one of the biggest hits on 
the N64 to date, but clearly that was just the beginning 
"Our goal IS to take Turok 2 to places no other game has 
been There will be things that Turok players recognize, 
but we intend to push the limits," he says 

FAMILY TIES 

One of the surprises in store for 
players this August, when Turok 
2 IS scheduled to be released, is 
that families of character-types 
will be found in different worlds 
Remember the Pur-1 ins, the giant 
ground-pounders from Turok? 
Imagine a society composed of 
^^pral branches of Pur-lin soci- 

simple ogres to 

_.Bn?3tad yeapon-toters. In 

4hett70jjp^um^ advance to a 

n leveb'byt’ipSrctear thattn^yiren't really up to it 
;y're of us," David explains. That jealousy 

thing they 
r^;to build 
a^acititi^umans 

'iiT<e*?rijr(W Vra n d c r 

Clips" in<^4^]Kis 
ihsect^d. race and mit 

ve-dw^ng Turok .Dinosaur Hunter, 

vid's favorite groupj.;tney make a triumphant return," 
4vid announces^ "But most of the creatures and 
families are new" 












lIlGG^ 

HARDER 

Some of the inspiration for Turok 2 comes from what 
David considers the best video games, games such as 
Zelda and Super Mario Bros "I love games where you 
have to explore, where you can look up, see a bridge and 
wonder, hey, how did I miss that, and how do I get there? 
Turok 2 IS going to be very non-linear You1l have to revis¬ 
it and explore areas to discover weapons, keys or clues to 
use in a later area " We don't know a lot about individual 
stages yet, but we do know that they will be huge, giving 
players many virtual square miles of gaming territory to 
roam We also know that each world will be a unique 
place full of special creatures that evolved there As for 
the Campaigner, he's gone, of course (You finished him 
off in Turok Dinosaur Hunter) The new villain comes 
from a story written by Acclaim comics "He's bigger, 
tougher, badder," says David Sounds like a guy who eats 
raptOR for breakfast 

IT LIVES! 

When we visited Iguana recently, we were blown away 
by the look and animation of the creatures The Turok 2 
arlists-one of the most talented N64 development groups 

in the world-take David's basic direc¬ 
tion and create 3-D models with soft- 
skinned textures using the same 
basic technique as the one used in 
Diddy Kongj'Racing One benefit 
of thisTis^h^^aves on poly¬ 
gon cogjjt-C .A^ic^ frees up 
memory for oftier ^^ings. Another 
benefit is that the characters look realistic 



when they move because 
joints are smooth The 
Turok 2 team adds 
even more realism in 
their animation "We 
don't use motion capture 
for aliens," David explains, "because 
we don't want them to look like people in costumes." 
Instead, the animators create logical movements for each 
type of creature Some of the motion is based on the 
artist's observation of living creatures like insects, and all 
of It IS highly detailed Playei^ will see emotion on the 
faces of characters, moving jaws as they roar, bouncing 
bellies as they walk and other touches that convey a sense 
of reality Iguana also uses tweoning techniques to blend 
animations together The overall effect is hypnotic The 
creatures of Turok 2 actually seem to breathe, and they 
seem to get mad, as well, particularly if you're pointing a 
plasma blaster at them 

THE PROMISE 

Much of Turok 2 is still in the works or boir^ kept under 
wraps at this point, but it promises to be one of the gam¬ 
ing events of the year. Iguana and Acclaim have shown 
the ability to innovate and create technically sophisticat¬ 
ed games for the N64 such as the original Turok and NFL 
Quarterback Club '98 We expect Turok 2 will be just as 
breathtaking, and more fun than a cave full of Pur-lins 
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This insectoid race in Turok 2 has many earthly bug characteristics, such as six legs 
and a hard-shelled, sectional body As you can see, the sketch is turned into a wire¬ 
frame. then, with soft-skinned textures added, it becomes a lifelike alien 
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NINTI-NDO AND LEFT FIELD PRODUCTIONS 
ARE DEVELOPING A NEW I3ASKETBALL GAME 
THAT COULD RAISE THE STANDARDS OF 
EXCELLENCE FOR FUTURE SPORTS GAMES. 


THE “OOOOOH” FACTOR 

Watch a real NBA game and you1l invariably end up talk¬ 
ing about a stunning play or an awesome move made by 
a player. Cool moves arc a big part of NBA Courtside 

"We want animation in the game that will make 
gamers gasp—say 'ooooohl'—even if they lost the ball on 
the play/ Sterchi adds 'We motion-captured all of the 
moves we could imagine—flashy passes, post-up stuff, 
even if we didn't think we could fit it all in the game We 
want a ton of animation, as long as it gives a real sense of 
fluid movement" 

SEAMLESS ANIMATION 

To accomplish this. Left Field created a proprietary ani¬ 
mation system that uses motion blending. This is the 
process of combining one move, like a run, with 
another move, such as a jump shot, without a gap in 
the action The system mathematically interpolates 
between the moves and joins the action to make it look 
seamless One result is that NBA Courtside's instant 
replay mode doesn't have the fluttery action found in 
many sports games. 

The game's animation also looks Incredibly human 
As a player dribbles the ball up the court, he'll crane 
his neck to seek out an open teammate Whenever the 
ball IS launched at the rim, the players near the hoop 


COURTSIDE SEAT 


Henry Sterchi is a man on a mission. He's the producer 
for NBA Courtside, a joint project between Nintendo 
and Left Field Productions, expected to arrive in stores 

this spring If all 
goes according to 
plan, NBA 

Courtside will be a 
Rumble Pak-com- 
patible, sports 

simulation for one 
to four players that 
plays like an 
arcade-style bas¬ 
ketball game. But 
easy play control 
IS only the beginning—Henry expects that the game's 
new proprietary animation and stunning sound will be 
the next best thing to a real courtside seat. 

"We want the game to capture the feeling of being 
on the court/ explains Sterchi "A lot of other basket¬ 
ball games strictly take the television camera perspec¬ 
tive, and we think that's overdone and old We're trying 
to do a blend of courtside action with brief, dramatic 
camera angles throughout the arena " 


THE NEXT BEST THING TO A 
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will turn and watch, following the arc of the ball until 
It swishes through the net. Even the hands on every 
player are rendered and animated 

A GAME WITHIN A GAME 

NBA Courtside is easy to learn. Gamers can pass and shoot 
using the A and B Buttons and move using the Control Stick 
As players get used to the game, they can expand their play¬ 
ing style by adding moves using other buttons Sterchi 
knows multiple moves won't help a game without superb 
play control 

"Tile response on the Control Stick isn't just intuitive, it's 
exact If you push the stick left, your player will turn 
left -without hesitation—you're in complete control of 
everything," he explains "If someone steals the ball from 
you. It's because you made a mental error, not because 

you pressed a button 
and nothing happened. 
We're taking the offen¬ 
sive and defensive 
matchups and making it 
into a game within a 
game, and gamers will 
realize this as they play " 


COURTSIDE SOUNDS 

Much of NBA Courtside's 96-megabit programming 
space IS dedicated to sound When complete, game 
sounds will include player names, nicknames, referee 
calls, and special arena sound effects To get the right 
acoustics, the 
design team took a 
DAT recorder to 
several NBA games 
and collected actu¬ 
al crowd noise and 
reactions, 

"Overall 1 think 
we have 1,100 
sound samples 
right now, but I'm 
not sure how many 
we'll have when the 
game is released," Henry 
says. "We found that the 
sound effects weren't 
enough We wanted a 
real public address guy to 
announce the player's 
names, so we hired Vic 
Orlando, the PA 
announcer for the Seattle 
SuperSonics." 

"The hardest thing 
about this job," laughs 
Vic Orlando, 'is probably 
pronouncing names like 
Vitaly Potapenko " A cen¬ 
ter for the Cleveland 
Cavaliers, Potapenko is 
just one of almost 450 
NBA players planned for 
the game During a 
recent recording session, 

Henry made Vic repeat 
Potapenko's name sever¬ 
al times to ensure that Cavalier fans would feel like 
they're sitting courtside in Cleveland's Gund Arena 
These guys sweat the details like pros in the playoffs 




























IHiS SUMMER, THt SW Wll 8^ OUT, 
AW SO Will THt VAMP<R« 

KO^JAM< RtSURR^CTS DRACULA AW 
CASTWVANMA fOR im N»64. 


CASTLWANtA 
AND ORAC 
AR^ SACK 

For the f*r$t time in the enduring, 
almost immortal senes, 
Castlevania won't be a side- 
scroller but, rather, a 3-D adventure 
Like Super Mano 64, Konami's 
Dracula 3-D will have a second-person 
perspective, but that's where the similarities end Nocar- 
toony pals No happy kingdoms Instead, Dracula 3-D 
will bring players up close to Castlevania's 19th-century 
world of action and horror So close, in fact, you can 
practically smell the fear, not to mention the garlic 
Came Director Takeo Yakushiji describes the adventure's 
atmosphere as "terrifying, but beautiful " For research, 
he's been watching vampire period tilms such as Bram 
Stoker's Dracula and Interview with a Vampire And 
while the overall feel of the game is dark, the sun wi 
nevertheless play a crucial role 


ar dark 


To help in the hunt for nocturnal vampires, players can 
consult a clock item to keep track of the setting sun At 

night, from around 7 
pm to 5 a m , the 
bloodthirsty can 
freely roam to paint 
the town red but 
once day creeps up, 
they must seek 
refuge from the sun 




"Day changes to night every 15 minutes, but we're still 
debating this length of time," Yakushiji explains Planning 
where to be when the sun sets is vital for survival, so play¬ 
ers must budget their time. By day, players will have a 
safer time exploring, but some doors and gates will open 
only at night "Also," he adds, "enemies will be more 
powerful during the full moon " And not all vampires will 
sleep during the day; some may stay up lurking indoors or 
in shadowy areas Others may even pretend to be vil¬ 
lagers imprisoned by vampires, only to go for your jugu¬ 
lar once the lights go out 

SALMON? TH? 

VAMP<R^ SLAYER 

Character interaction 
will stake a juicy 
claim in Dracula 3~D 
to transfuse more 
adventure elements 
into Castlevania than 
over before Players 
will be able to adven¬ 
ture as one of four diverse vampire slayers (gamers won't 
be able to switch characters mid-game), and each char¬ 
acter will have a unique personality, plus special powers 
and personalized ending sequences The mam hero is 
Schneider Belmont, a descendent of Dracula who inter¬ 
prets the recent monster sightings and disappearances of 
children near Castlevania as a sign of Dracula's resurrec¬ 
tion While Schneider seeks to destroy the Count to sever 
the Belmont family's blood ties from its bat-caver lineage, 
the other three characters—Cornell Reinhart, Carrie 
Eastfield and Kola—have their own personal vampire 
vendettas motivating them 






TH^ LOST 80YS 
AND G^RL 

For Cornell Reinhart, laying Dracula to rest means the vin¬ 
dication of his sister, £ida Reinhart Dracula's curse con¬ 
demned the Reinharts to being werewolv^, but the siblings 
believed that the vampire and the curse were gone forever 
Dracula reawakened, however, reviving the Reinhart curse 
as well as the monsters in Castlevania's woods 

While Cornell and 
Eida were desperately 
struggling to save a 
child from a monster, 
they regressed into 
werewolves The 
tow n speop I e, ove r- 
looking the siblings' 
heroic efforts, feared 
the pair's powers and 
unjustly executed Eida 
for being evil Enraged, 
Cornell turned against 
his town and vowed to 
destroy Dracula and 
his curse 

Carrie Eastfield also 
believes herself to be 
cursed by Dracula 
and that only he will 
be able to unlock the 
mysteries of her psy¬ 
chic abilities Like the 
Reinharts, 12-year-old 
Carrie was misunder¬ 
stood by her peers and 
was labeled as evil, 
even though she used 
her powers for peace¬ 
ful things, such as 
magically causing flowers to bloom in the winter. 

Only the fourth character, hulking Kola, remains 
cloaked in mystery. However, Yakushiji hints, '"Kola can¬ 
not become a vampire, but you'll have to use your imagi¬ 
nation at this point to figure out why" Schneider, Cornell 
and Carrie, on the other hand, can become vampires, and 
once bitten, must work quickly to avoid transforming com¬ 
pletely into bloodsuckers Kola may be unable to become 
a vampire, but the other characters will have their own 
special advantages And regardless of whom players use, 
their character could very well stumble across the other 
playable characters, who may or may not act as allies 
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Dracula 3-D introduces pints and pints of new gaming 
elements to Castlevania Cone is the heart meter, 
replaced by a new power meter that decreases whenever 

a player uses a character's 
unique special attack Gamers 
will also be able to wield 
weapons (including primitive 
machines such as Kola's chain 
saw) in three dimensions by 
using the A Button to brandish them and the Control Stick 
to aim And now, items will be hidden in rooms rather 
than coming from candelabras "Plus, 
there will be an item exchange system," 

Yakushiji asserts "A man will bring you 
Items and ask you to sign a contract 
Then, you must do something for him " 

But he warns, "It's not good to call on 
him too often . " Every decision a 
player makes will make a difference 
Throughout Dracula 3-D there are "branch points," and 
the choices a player makes will affect where the story and 
mission will branch to next. 

So what IS next for Dracula 3-D? Yakushiji is currently 
experimenting with adding dramatic cinema scenes, 
sound effects and dialogue, along with music that lives up 
to the Castlevania soundtrack standard In the meantime, 

Dracula 3-D is being capa¬ 
bly fine tuned by Yakushiji, 
a Castlevania fan himself 
"I've adored the Castlevania 
senes since I was just a 
gamer," Yakushiji enthuses 
"I'm very excited to finally 
have the chance to work on 
the series as a game direc¬ 
tor!" We're excited, too 
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with a ''worm with the golden cow" theme. Th 
stark raving intro sets the stage for Jim's . 
latest mission, battling the demons in 
his head 

When a stray cow lands on \\xvfkff 
noggin, the wormy wonder get^r 
knocked out cold, only ttylwak-^^''"'"'^ ^ 
en inside his own brainMf hisT 
every phobia an^^j^^y 
mutate into the ^^me's ^ ^"*^489 
ground, EWJ rnust struggle 
regain conscioishess by search- \ 
ing for his braiii cells, which have 
been scattered throughout the \ 
demented rewonf, of his mind 

"Because 
game is se^u^ 


phobias^xpre^y tnen^el 
Vfayy^ char^tpS/7 / Pj 
PifKis^ tJMo nj^^£^-ah Hi 


lOi ^iJSIDEftSONUS 


alien working in fast food And let's not forget the cows 
"The mere fact that we have them eating grass, has noth¬ 
ing to do with their full capability as advanced bovine life- 
forms," Hewitt preaches. Thus, EWJ3D introduces the 


|nsa-i:i.^Bovine Special Elite, or bulls in berets 
ly's 


Earthworm Jim fans expect three ryain tl 
wormy superhero's games lots of acttcm^^tftwii 
of humor, and cows. From its opening scene, /nte) 

Earthworm jim 3-D delivers the goods, and, fei the 
tion of the game, the three ingredients refusevo let 
Stephen Hewitt, Games Designer at Vis lntep^_ 

developers of EWj3-D, describes the game's\injjo Kene^ J "Other Jim games were predominantly a get-to-the-eni^coi- 
as a parody of the James Bond movie openmgS'ting^ lect-the-thingies shoot-'em-up, and we've maintained all 


char^t/rs/7 / P^crow, 

id and 
rather, 
lent jim 
le worm's 
iodiments of 
f^^ Wfilk^l#tffiung them are TV 
CydWp^ a giant with a boob tube 
head, and Fatty Roswell, an obese 


this while providing puzzle elements and the extra 
dimension," Hewitt asserts jim will get to 
through SIX 3-D environments that 
:orr^j^e platform play and nonlinear 
'‘‘[aming The game levels each 
int a part of Jim's subcon- 
such as Fear, a forest filled 
lim's horror movie memo- 
In Fantasy, the worm real¬ 
izes J)i«''9reaai‘ <5f being a cow- 
alboMTa modem, urban- 
w^^ we!jt Jim's fast food 
fondn^s rrjatenalizes in 
'':;,^ess, a f^ehistonc world 
nWg^p of greasy' 
mfem^tems In 
'R^ical level's 
rtchefW^ the Cods, Jim 
ler^es don^tic duties, while, 

‘Aggre9§fOtT; he wages barn¬ 
yard warfare Everything's a 
tad bit warped in Jim's spa¬ 
cious head, so in the final 
level. Childhood, Jim 
returns to the boardwalk 
he visited as a larva, only 
to find the fairgrounds 
mutated by radiation 
Cut scenes, cartoon 


Not Just auy fool would arm 
himself with a false Teeth Guu 


Eut theu, tWJ Isu't Just auy fool. 
And this Isti't Just atiy game. 
















NP* How did you tram for 
the fight^ 

EWJ Four long years have 
I studied beneath the tail 
fins of the Great Mystic ^ 
Mud-Guppy Hard won 
were the century- 
old secrets he 
patiently 

taught in the lost arts of 
MJ^ramA (pity he knew 
not)i|^g»alJout Mud-fu but [~ 
irt^v^l'f^lar-beaded Pocket Si 
KPckV • seai covers are 


and strategy, and a huWen 
arsenal of screwball weaponry, including the Co\d^ Cun, 
Gnome Gun, and the new and fngbtgpiwg; l^mp Pack*^ 
'This breakthrough allows bcan-ener^^p be^yste rl- I 
ously transmuted (by a highly secret procesl^th^rtlFft^ 
super-suit) into .uh...upward lift and a rf^Ker w 
noise," Hewitt reveals \ i 

The methane powered action of Interplay's arthworrn, 
Jim 3-D blows into stores this spnng, and Hdwitt^^CfS^ 
us that all will enjoy the game 
"they're scared of cold, slimy things, iA^Wc^«se7tfi*Qrl/ 
just have to remember that he's on th^ si^ and that ev/l 
can be cute, soft and fluffy" We a^^'now (laving seconp 
thoughts about Kirby. V \ 


js everywnerey ' ^ 

'^P. Why should people j aPl i 

like your new game^ 

EWJ* Other games just IWy 
don't offer the chance to ' * * 

get right into the mind of a super-hero Who is he^ Why 
fews hp,tjo what he does? And perhaps most importantly 
Why IS there'^za in here?? 

5^t5 of surp^fses do you have up your 


'l)^s ypifr/avonfe part of this garnet 


Though we're no Barbara Walters (c'est la vie)^ US 
tried our hand at some interviewing by^talkin^to 
the worm himself. 


next ih store for Earthworm jim^ 

TWj: Pummeling?^, , 

NP, Who's your favorite Spice Ctrl? 

'EWJ* Priricessjato^r' Name, ever since^he had that part- 
time job at Taco Bell I once tned to call her Royally Spicy, 
but^she wasn't^m pressed 

NP If you coulds^ a free, what kind would you be? 


EWJ. Ah . um .uh ycould I be a still life of 
unusual fruit instead^. i/'^ 


NP* Vbur N64 debut was in Clay Fighter 63 '/j. How do you 
feel about being second banana to the blobby faraw/ers?* 


EWJ Second banana? Ha^ Earthworm Jim laughs in the face 
of the overripe fruit of villainy! I am the mighty kumqual of 
justice, the kiwifruit of righteousness, the err other fruit 
things Above all, I am. A WORM* (And have you seen 
what worms do with wet earth???) Hn* Ha! Bring on your 
strange and unusual soft soil deposits, I say 
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There’s a lot more work to be done, 
but the latest version of Quest 64 
shows the beginnings of an 
immersing, intriguing epic. 
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Epic Lpd^^te 

As the anticipated first RPC for the N64, Quest 64 will 
have a lot of fan expectations to live up to We had a 
chance to play the latest pre-alpha version of the 
game, which is a bit farther along than the version we 
reported on back in Volume 100 We also had a 

chance to talk to THQ 
Senior Vice-President 
Mike Haller, who is 
closely involved with 
the Quest 64 project. 
From what we could 
see, THQ is pulling out 
all the stops to ensure 
that Quest 64 lives up 
to fan expectations— 
and then some. 

PPEEDOm OF IHoVEmENT 

Though Quest 64 is far from complete, much of the basic 
"mechanical" framework is now in place In the previous 
version, we could explore only a limited area, but in this 
version, we were able to roam freely about the country¬ 
side, slTollmg along dirt paths and through flowering 
fields between a small village and a walled city The 
experience was very much like Super Mario 64, with 
large, well-animated figures and a great sense of freedom. 



There were boundaries, of course, but we didn't ever feel 
closed in or restricted. 

The animation was so Mario-1 ike, we often wanted to 
jump on top of rocks and other objects, but, for better or 
worse, you won't have (or need) this ability in the final 
game. On the upside, we truly had the sense of being in 
a wide, open space, and we were always wondering what 
was around the comer or over the next hil 
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CrVST>&L CoiflBaiT 

Combat in Quest 64 
will be based on four 
types of magical 
crystals, with nary a 
sword in sight In the 
version we played, 
combat was real¬ 
time rather than 
turn-based, but char¬ 
acters needed a few 
seconds between 
attacks to recharge, so there was still a ^'my turn, your 
turn" feel to it. 

During combat, the camera swooped dramatically 
around the battlefield Each spell had its own animated 
sequence, which was played out 
from a different angle each time it 
was cast The animations changed 
slightly as our spells increased in 
power, but we hope there will be 
more variety in the final versions, 
just to keep things from becoming 
repetitive The overall effect, howev¬ 
er, was much more dynamic and 
exciting than what weVe seen in 
past RPGs 

One side-effect of 3-D movement 
and combat was the problem of get¬ 
ting tuned around during a fight. 

Enemies could attack from any direc¬ 
tion, and our character would turn to 
face them automatically After a fight 
was over, we often could not tell 
which direction we'd come from, 
and we spent a lot of time backtrack¬ 
ing We eventually suggested to the 
development team that a compass be 
added to the mam screen 






IfIVTH-iNG Links 

Came mechanics are only half the 
story, so we turned to Mike Haller 
for news on Quest 64's plot 'The 
overall story and character motiva¬ 
tions from the Japanese version may 
not translate well for the North 
American audience/ he said, "so 
we plan on hiring a Hollywood 
screenwriter to come up with some¬ 
thing exciting that will appeal here." 

According to Haller, much of what 
we've reported on the game's story will 








be changed, not the 
least of which will be 
character names "In the 
Japanese version, you have 
names from different cultures and 
elements from different mythologies," Haller obsen/ed. 
"I think we'll be going with a Celtic theme, keeping it in 

one mytiiology " 

Haller also revealed that 
there will be multiple char¬ 
acters and paths, and possi¬ 
bly multiple endings. "Your 
character's friends will have 
a big effect or steering you 
through the game and 
determining which path 
you follow, but we're still 
wondering how to work 
them into it, mechanically 
and dramatically" Does 
this mean that Quest 64 
might not use the tradition¬ 
al "party" system that most 
RPGs employ? Haller 
would say only that he was 
committed to "making the 
characters logical, active 
and important to you." 


Futlre 

Qlest 

With so many details to 
work out, Haller said that 
Quest 64 will likely be 
pushed back to the second 
quarter, possibly to an 
April or a May release. He 
also revealed that Quest 
64 would be merely the 
first of several RPGs that 
will bear the THQ label 
We can only hope that the 
good Mr Haller is a man 
of his word 
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You m a rutftlass rogue riitiog o turto- 
cftorgeit, ooti grov cgcle tftrougft tfte 
ruins of eartii. Finit nut if gnu've gut 
uiiut it tuiies to lie u iiigii tecii rnuit 
uurrier in tiie uerlit nf ilcclain's Fnrsuiien. 


premise is fun-sort of a 
futuristic adaptation of the 
Road Warrior movie 
scries. As a player in 
Forsaken, you assume the 
role of a ruthless rogue on 
a high flying, armed anti- 
gravity bike called a 
pioncycle. The game 
action unfolds from a first- 
person perspective, simi¬ 
lar to Descent 
In the game's multiplayer mode, you and up to three 
friends can chase, race, twist and turn through dizzying 
3-D environments, collecting weapons and other loot to 
enhance the performance of your cycles After you've 
armed yourself with one of the 25 different weapons in 
game, you can hunt down your rivals and blast them into 
proton particles 

Forsaken will feature a one-player mode, but it's far too 
early to speculate on specific details in this feature. A 
basic story line is planned for thirteen to fifteen characters 
featured in the game Depending on the character you 
select, you may be out to make your fortune or magnify 
your infamous reputation As you rip through the dusty, 
radioactive rums on your anti-gravity pioncycle, gene 
mutants and other rivals will be waiting to take a bloody 
cut out of your share of the profit While Forsaken sounds 
like a lot of fancy flying and sharp shooting, strategy plays 
a big role in this game The players know their pioncycle's 


The Earth Is Yours 
For The Taking 


Ten years ago a massive scientific exper¬ 
iment on earth went wrong, wiping out 
the atmosphere and destroying almost 
all life on the planet Now the entire 
solar system has been condemned by a 
galactic tribunal Anything and every¬ 
thing that can be salvaged from the 
planet is up for grabs This universal 
proclamation is an open invitation for 
looters, free-loading scum and other slimy opportunists 
Acclaim's Forsaken is still in the early development 
stages, but we had the opportunity to explore some of the 
levels in the game's multiplayer mode The game's 


BONUS 











when completed, Forsaken may feature 
as many as fifteen different futuristic 
craft, all ranked according to Shot 
Power, Shield Strength, Acceleration 
and Weight As we played the multi¬ 
player game, we found that each of our 
game strategies depended on the 
strengths and weaknesses of the pioncy- 
cle we selected Players riding bikes 
with strong Shot Power but weak Shield 
Strength ended up lurking in the shad¬ 
ows and taking out the enemies from a 
distance while players flying cycles 
with colossal Weight a massiv^e Shield 
Strength engaged other players in bru¬ 
tal, close quarter combat Still, while 
the variety of bike characteristics 
enhanced the game's replay value, it 
was the futuristic arenas and the multi¬ 
tude of weapon power-ups kept us beg¬ 
ging for more. 


Head Out On 
The Highway 


Since the earth no longer 
has an atmosphere in the 
Forsaken world, players will 
have to search for loot 
underground. Some of the 
early stages in the game 
include an abandoned 
Nuclear Research Center, a 
top secret Military Research 
Base, a crumbling, Ancient 


Temple, a 
volatile vol¬ 
canic Thermal 
Power Station, and an 
intact and overgrown Biosphere 
We found that we couldn't just 
ride in and grab the loot—we had 
to dodge spike traps, navigate 
through whirling turbine fans, 
swerve around falling ceilings 
and rolling boulders to reach 
secret areas 


Looking For 
Adventure? 

Forsaken will feature over 25 
types of conventional and high 
tech weaponry, ranging from guns 
to missiles to smart mines. These 
weapons are spread throughout 
the levels, although the most pow¬ 
erful devices are usually the hard¬ 
est to find We found that big guns 
didn't imply better firepower, 
since large weapons rocked our 
bikes with a shuddering recoil, 
often affecting our pioncycle's 
steering and speed. 

The game's real-time lighting 
effect IS one of its coolest features 
We noticed that the flash from an 
explosion casts momentary shad¬ 
ows on the walls around our 
bikes, giving us the chance to spot 
the shadow of an enemy pioncy- 
cle or smart mines lurking around 
the corner 

Count on more information and 
game strategies in Nintendo 
Power as Forsaken is prepared for 
release this spring or summer 


strengths and weaknesses will be the 
warriors that live to fly and fight another 
day 


Get Your Motor 
Running 
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Welcome! 






Thousands of fans send him e-mail every week, 

Hoping their questions will be chosen for His on-line column. 

Come with us as we look at the mind and manners of 

Dan Owsen, and see for yourself why so many people Want to 
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MISS ON 


Dan Tne Han” Owsen nas worked at Nintendo fdr 

OVER EIGHT YEARS IN PUBUCATIONS AND PRODUCT DEVELOPMENT. 

Now ne’s back in Publications as Internet site producer 

AND WRITER FDR OUR OFFICIAL WEB SITE, NINTENDO POWER 

Source (www.nintendoxdh). Dan’s experience and unidue 

insider’s PERSPECTIVE MADE NIM THE PERFECT CNDICE TO WRITE 
A WEEKLY Q&A COLUMN FOR OUR SITE, WHICN NE’S DONE FOR 
JUST ABOUT A YEAR. “AsK DAN” IS NDW DNE OF TNE MOST POPU¬ 
LAR FEATURES AT NINTENDO POWER SOURCE (WNICN WAS 
REDESIGNED IN LATE NOVEMBER, BY TNE WAY), AND WE DEODED 
TD TAKE A LOOK AT SOME ASK Dan NI6NU6NTS OF 1997. 



FUTURE 

GAMES 


A lot of the questions that Dan receives are^ not surpris¬ 
ingly, about upcoming games and hardware* If Dan 
doesn't have an answa* at his fingertips, you can bet that 
he'll try his best to root out the truth* 


0 : 

Will there be sequels for Super Mario RPC, Super 
Mario 64 and Donkey Kong Country for Nintendo 64?- -FA 

A- 

r\^ Super Mario RPG 2 and Super Ma^64 2 have been 
announced, but there are no release datesMr. Miyamoto has 
said that many things that didn't make it into the first game (such 
as being able to ride Yoshi) would be in the sequel ^HJltra 
Donkey Kong" has appeared on ftjlure game lists in Japanese 
magazines, but it has not been officially announced 

D* 

Somebody is spreading rumors that the ^Nintendo 6 
platform is being dumped for DVD Is this rumor or fact? 

—Bayne 

A- ' 

f This IS a rumor. There are no plans for any DVD 
attachment or system for the Nintendo 64. They're probably 
getting this confused with the Nintendo 64 Disk Drive. 



SIDER BONUS 






I heard that Eidos Interactive wants to develop Tomb 
Raider for the N64; but that Nintendo has to ask them to do it. 
Does Nintendo not want Tomb Raider on the N64? 

—CamemastrS 


I heard that too, and that didn't quite make sense to me 
Nintendo won't ask a company to develop a game unless we want 
to publish It under the Nintendo label We have our own charac¬ 
ters, so if Nintendo wanted to do a game like that, why not make 
It with Samus? I don'tthink there would beany resistance to TR on 


Q 


Can you tell me how to 
GET “Ninja Mario" in 
Super Mario 64? 


A 


I'd tell YOU, BUT THEN VD 
HAVE TO KILL YOU 


the N64, but we prefer unique games or unique versions of games. 
If Eid6s created an all-new, N64-exclusive version of TR, that 
would be way cool! (Editor's note we later discovered that there 
had been discussions between Nintendo and Eidos concerning a 
possible Tomb Raider 2 game for the N64, but Eidos subsequent¬ 
ly signed an exclusive agreement with Sony for this title) 


MR. 

INSIDER 


I 


As some of you may know, Dan once spdnt several months In Japan 
woridng closely with Shigeiu Miyamoto's development team to 
write English screen text for The Legend of Zelda: A Link to the Past 
and The Legend of Zelda: Link's Awakoiir^, He also lent his vocal 
talents to Super Metroid and the original Star Fox. With numerous 
connections within Nintendo <uid the rest of the gaming industry, 
Diui has a Im of reliable sources he can turn to for answers. 


0 * Are those pictures of EarthBound 64 (that appeared in 
^Nintendo Power and on Nintendo Power Source) real¬ 
time ph^os of game play? Or are they just fancy shots you put 
togethejS^ make the game look cool?—Jake 


For this question, I'll turn to Mr Benimaru Itoh, the sel 
described "Crazy Art Director" for E64- "Yes, the pictures are fro 
actual work in progress. E64 uses real-time 3'D rendering, but 
will also use pre-rendered pictures for objects in the far distance 
Fortunately, E64 is not an action game, so we can use the N64's 
CPU performance for high quality pictures rather than game s 
Also, the Nintendo 64's anti-alias effects are great' That's why o 
picture quality is much better than before Hurray for the N64i i" 


0 : 

What IS this I have been hearing about Link getting older, 
in Zelda 64? —Shrubey 


A: 

f I I heard this too, but Mr. Miyamoto doesn't want to reve. 
much about it right now. Perhaps time will pass in the game, Q fc-» 
different chapters of the game will take place in different time perQ^E 
ods Mr Itoh said they were thinking about doing this 
EarthBound 64, too 


0 : 

Hey Dan, I am eagerly awaiting Zelda 64, and I hea 
somewhere that it would have a lot of voices in it PLEEEEASE d0 
NOT give Link a voiced I hate it when video game characters, after 
years of successful silence, are given crappy voices.-Mike 


0 

e 


A 

f I • Mike brings up an interesting point So far, I haven't 
anything about it but if I had to guess, I'd say there probably 
be a lot of voices in Zelda 64 I think 
Mr Miyamoto would rather use the 
memory on other things I know 
that Mr M. likes to leave things to 
the player's imagination That is 
why he doesn't call Mario a 
plumber and why there isn't really a 
detailed story behind any of the Mario 
games He feels players should be free 
to have their own image and 
world for Mano I heard it took 
them a long time to give Mario 
a voice in Super Mario 64 
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At times there seem to be two Dan Owsens: Nice Dan, who 
goes out of his way to be helpful, and Dark Dan, who is as like 
ly to ridicule you as give you a straight answer. Dan makes no 
apolf^es for his sarcastic side, but we think he's sometimes dri¬ 
ven to extremes by the questions he receives. For example, he's 
gotten countless questions on whether Luigi and ''Ninja Mario" 
are in Super Mario 64. Despite repeated denials, he still hears 
this rumor every week. He's gone from such playful replies as, 
"A ninja never reveals his secrets," and "I'd tell you, but then 
I'd have to kill you," to flaming anyone who even mentions the 
subject Here are a few more examples of Dark Dan at work. 


Q: Is Rare making a Spice 
Girls game? 

A: You ARE so Fired! 



Is there a code on MK Trilogy that makes Mario a 
playable character? If so, what is it?—Brett 

A • 

II ^ Here's the code: U, R, L, A, M, E. For the M and the E, 
go grab some of your alphabet blocks (I know you have some) 
and play with them for a while. Soon Mortal Mario will come 
and perform a babality on you! 

D- 

^ Hi, Dan. This is an odd question and is probably just 
a rumor, but is Rare making a Spice Girls game? It just seems a 
likely possibility because Rare is a British company and the 
Spice Girls are from there—StephenF 

A* 

f ^ ^ You are so fired^ I think it would be cool if they made 
a Spicc Girls versus Samurai Pizza Cats game (you all know 
how I feel about the Samurai Pizza Cats)! Actually, I did hear 
that the Spice Girls will star in a Pla>^tation game. Now if that 
isn't yet another reason why the N64 is a better system, I don't 
know what is. 



What ever happened to Captain N. The Came Master? 


—<!rowell 



Mvun» ItiTHrb/*** |it?i 


Hi.'Apnd* Inttw Nwi 




A/ww nintendo.coEn 

Welcsmcl 


S ^ HSii.rl 


Check out our redesigned web site at wwwnintendo corn-new look, 
but all the same gaming goodness you've come to expect* 


A* 

f 1 • Long-time fans will remember Captain N as a charac¬ 
ter Nintendo used on an early, automated phone line for tips 
Well, he drove off into the sunset in his white Trans-Am, wear¬ 
ing his belt buckle witli the holt^raphic eyeball and a back seat 
full of Cheetos. In other words, he's gone, hopefully for good 


0 : 

Vy I was wondering if Nintendo could make a sequel to 
DKC 3 for Nintendo 64 Will it be possible to kill off Cranky 
Kong, because I hate Cranky Kong I 
—Cyra 


A* 

I I can't say for sure if a 64-bit version of Donkey Kong 

IS in the works, but kill Cranky Kong? No way-Cranky rulesM! 
In case you couldn't tell, he's the role model for "Ask Dan . " 



Be sure to stop ny Nintendo Power Source every week to see 
whether Nice Dan or Dark Dan is on duty 



SIDER BONUS 
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THE GOOD, THE BAD 
AND THE WEIRD 



We admits it could be that Dan is just a cranky guy. Then 
again, what would you do if you received gems like these in 
your e-mail box? 

Q: 

Mr Miyamoto has said that one of the disadvantages 
video games have compared to other mediums is that the size 
and shape of the screen is a fixed, whereas comics have panels 
of every shape and size imaginable. Might Nintendo develop a 
game in which the player turns the TV on its side to change the 
proportions of the viewing area? How about a Came Boy game 
in which the player must hold it upside down? 

—Dr. Cossack 



Dr. Cossack, you must be one of those frustrated, mad 
professors How many people do you know who would turn 
their televisions on their sides? My wife would kill me if 1 tried 
to do that. And playing a Game Boy game upside-down? No, 
Mr. Bond, I expect all the blood would run to your head and 
cause you to get really dizzyl 
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I know that 
in Star Fox 64 there's a 
code to have invinci¬ 
bility, stage save fea¬ 
ture...plus you can 
play the whole game 
on foot the entire way, 
and fly Great Fox. Plus 
in Pilotwings you can 
fight World War 3, 
play as Meca Hawk 
and have a submarine. 

It's all there! It's all true' But Mr. Miyamoto doesn't approve the 
codes so they're not released and people can get in big trouble 
if they give them out. This is a conspiracy, Nintendo has a con¬ 
spiracy! I am telling the truth, I want to be heard! There's over 

Q:This is a huge 
conspiracy! 

A: Sounds like somebody's 

BEEN EATING TOO MUCH 
SUGAR-COATEO CEREAL... 


1,500 codes on the N64 that were not approved by Miyamoto, 
or NOA. This is a HUGE conspiracy, the N-FILESI! THIS IS 
TRUE AND YOU PROBABLY KNOW IT IS!!! 

P.S. I got this information from a very good friend of mine who 
works for Nintendo i couldn't believe it 
- -EricB 

A* 

I Sounds like somebody's been 

eating too much sugar-coated cereal.. 

Nintendo Power Source categorically 
denies that any of the above codes, cheats 
and fantasies exist in any Nintendo games. , 

Enc, you won't hear the black heli- i 
copters coming for you, because ' ^ 
they're in whisper mode .. 





Ask Him 
Yourself, 

Why ask me? Because I'm the 
ANSWER man! Every week, I’ll dig 
INTD HY E>MAIL BAG AND PULL OUT A 
FEW OF THE MOST INTERESTING AND 
THOUGHTFUL DUESTIONS TD ANSWER. 

I’ll accept one question per e-, 

HAIL, UNLESS THERE’S A VERY GOOD 
REASON FOR A FEW RELATED OUES> 
TIONS, BUT KEEP THEM SHORT. YoU 
CAN ASK ANYTHING YOU WANT, BUT 1 
RESERVE THE RIGHT TD IGNORE OR 
RIDICULE PEOPLE WHO SEND IN STUPID 
QUESTIONS. If you don’t WANT YOUR 
E-HAIL ADDRESSilNCLUDEO IF I USE 
YOUR OUESTIDN,/lEASE TELL HE. ' 


i. 


Send YOUR 
QUESTIONS to: 

Ask_Dan@nintendo.c:9m, 
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Welcome to the second 
annual Top 64 Tips for the 
N64! Not only have we round¬ 
ed up the best tips and 
tricks of the past year, we’ve 

s 

also roped a whole herd of 
brancT-h^w codes as a bonus 
to you, our loyal subscribers. 
Just'look for the "Bonus"' 
logo, to spot these never- 
befor0-seen blockbusters. 
This exclusive feature is just 
our way of thanking you, and 
we'll continue to bring you 
the inside scoop on the N64 
throughout the New Year! 


Sumo Santa & Dr. Kiln 


If should come as no surprise that 
you can find hidden characters in 
Clayfightcr 63/i^ and these guys 
are as funny as they are deadly. 
You must enter both codes on the 
Character Select screen. To acti* 
vate the surprisingly agile Sumo 
Santa, hold the L Button and press 
A, bottom C, right C, top C, left C 
and B. To make the insidious Dr. 
Kiln appear, hold the L Button and 
press B, left C, top C, right C, bot¬ 
tom C and A. 


He knows if you ve been bed 
or goodi Does this meen we 
wool get any presents? 


Go to the Options screes to 
select the Secret Options 
option. (Say the! three 
times festll 


We love this hidden menu 
because you can use It to change 
the fighters' body sizes, change 
the tones of their voices, set the 
Claytallty timer, and more On the 
Character Select screen, hold the 
L Button and press top C, right C, 
l^t C, bottom C, B and A. Try the 
Massive Bodies and the High 
Voices or the Itty Bitty Bodies with 
the Low Voiaa. You'll probably be 
laughing too hard to fight! 


Instant Demolition 


SitHHMI 


If you're tcid to 'try something 
else," this trick won't work oe 
that building. 


Well begin with this little gem for 
Blast Corps. Park your vehicle 
right next to a building or between 
two buildings so tiiat the driver 
will not be able to get out. Press 
and hold die Z Button. You'll hear 
the driver scream, "Doh!" as he 
tries to open his door. If you're 
lucky, the building on the driver's 
side of the vehicle ^1 come tum¬ 
bling down after a few seconds. 
This trick seems to ivork best vrith 
the Backlash dump trude. 
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g^. P To spare you the pain and agony 
of beating the game each 
fighter, here arc codes you can 
enter on the Title str^ to 
see each character's game- 
ending cinema scene. Tliere are 
!SS*~' ten codes in all, but each one 
begins with the same ^ntrol 
efore sequence. Using the‘Control 
Pad, press Up, left C, R Button, 
Right and Down. Now immcdi- 
ately press either the L Button 
HHr or the R Button twice and then 
^D| press A, B or ony one of the C 
Buttons. If the Title screen fades 
before you complete a,code, 
turn the N64 off and on'beforo 

s • 

you try again. 


Simultaneously press L, R and A 
or B at any trrhe during a bout to 
fount your, opponent mercilessly. 


Each- B^ter has a unique taunt, 
and some may-have, more than 
one. Keep In mind, though, that 
taunting will leave you wide opeit 
fo an attack. 


Oh, yeah? You and what armyl 
Ybah, I'm talking to you, lampyl 


Cruisfo USA 

>F_^t^Cars Fa 


Normally when two playeK run 
the cross-country race, only the 
winner of the-circuit will receive 
a car uf^ade, but with this trick, 
both drivers will be rewarded! Be 
sure that both drivers choose dif¬ 
ferent save files and different 
cars. Now start across the coun* 
try. After the Washington D.C. 
race begins, pause your game and 
exit. Press the Resetfiutton on the 
Control Deck. Using Cwttroller I, 
start a one-pUyer game, Select 
Player One's save file and finish 
the D.C. race' for* an upgrade. 
Now reset the N64 again. Using 
Controller finish Player Two's 
race fer another upgrade. 


Vdu'II see eech victory scene 
without ell the muss and lues 
ofcombet. 


^reme*G 


Both drivers should select 
different sive files end dif 
fermtcdrs; 


We've been finding all mmIs of 
trick names for Extreme-G, but 
fills one is the most foitii Bej^n a 
game and go ttf the Options 
screen fo change your name to 
"roller." You and all your oppo¬ 
nents will become boulders! 


It may look kind of chunky, bat 
your rock can haull 


Be sure to use the Reset 
Button for this trick. Do not 
turn off die power et any time. 


DK Mode 


To enable the DK Mode cheat, 
complete the Runway stage 
within five minutes on Agent 
level. Activate the DK Mode 
cheat to give everyone huge 
heads and floor-length Amts, 
just like a certain popular Nin¬ 
tendo game character; 


To enable the special Features 
menu, enter? TfLBDFWBFCVJ WB 
as your password. You'll start on 
Level 1, but you can then use any 
password dr load a game from a 
Controller Me, 


Talk about having a tampt 
ing targatl 






SIDER BONUS 


Invisible 


ta Clone 


To play a multiplayer game with 
tfirce of the same character, first 
set the match to four players. 
Now select characters, with 
Player Four taking the person to 
be. copied. Co back to the 
Options screen and set the match 
to three players. Now have Player 
Three select the same person as 
Player Four. Go back to the 
Options screen and set the num¬ 
ber of players to two. Now have 
Player Two soioct the same char¬ 
acter as Players Three and Four. 
Set the number of players to four 
and press Start. 


To enable the hivisibility cheat, 
complete the Archives within .one 
minute and twenty seconds on 00 
Agent Your eneodes may sense 
your presence^ but they won't fire 
at what they can't see. 


GoldenEye 007 


This trick allows you to carry one 
type of ^n in one hand and a dif¬ 
ferent type of gun in the other. 
Collect two pairs of guns, making 
sure that dicy arc next to each 
other on your weapon list. On the 
play screen, set your weapons to 
the second pair. Now cycle back¬ 
ward through your weapons 
twice (hoid the A Button, and 
before ^our weapons cycle for¬ 
ward/ press Z twice), and then 
cycie'forward once (release A and 
press A Wcc). As the guns switch, 
press Z repeatedly. If a gun fires 
durir^ the switch, the switching 
process %vill stop, and you'll be 
holding wmixed pair of guns! 


This trick can also be used with 
thraa players. Try a Team game with 
two donas against alone agaat! 


ofdenEye 007 


Callect two DD44$ and two 
Klobbs in die Military ‘ 
Archives. 


For another great multiplayer 
cheat, cctpnpletc the Frigate stage 
in four-and«arhalf minutes on the 
Secret Agent level. Once the No 
Radar cheat is activated^ all radar 
screens in Live and Let Die mode 
will be disabled. 


• laSr 

Try this trick in tcSidam vrith 
thaAII Guns code. Soma ot 
the cambos are devastating! 


This cheat will really stir tha 
pot Coma oat, come auU 
wherever you are 


^GoldenEye 001 

Guns and Ammo 


oldenEye 


Fast and Slow 


To enable the All Guns cheat, 
complete the Egyptian Temple in 
six minutes on the 00 Agent diffi¬ 
culty levA Guns won't be useful 
without ammo, so complete the 
G»ntrol Ceitter in ten minutes on 
the Secret Agent difficulty level to 
enable the Infinite Ammo cheat. 


To enable the Fast Animation 
cheat (all enemies move very 
quickly), complete the the Silo in 
three minutes on the Agent diffi¬ 
culty level. To eriable Slow 
Animation (all enemies move very 
slowly), complete the Depot in 
one minute and forty seconds on 
the Secret Agent difficulty level. 


This chaat will give you accass 
to spaciel wecgions likathe RC- 
P90 aid the Tank Gun. inppee-ki 
Yayl 


Vbu can turs up or lose dows 
the ditticulty on any level 
with these cheats. 
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Phantom Follies 




Hexcn has a numbisr of terrific 
codes, but td activate them, you 
must first enable the Cheat 
mcnu» Pause your game and 
then press top C,. bottom C, left 
C and right C to make the menu 
appear Now highlight the 
Cheat option and press A to 
open the mcnu« A list of several 
cheats will appear on the 
screen* To activate the Clipping 
cheat, press top C twenty times 
and then press bottom C once* 
If you enter the code correctly, 
the word ''Clipping'' will light 
up* This cheat will allow you to 
walk through walls like a ghost. 
While Clipping is on, however, 
you won't be able to pick up 
items. To see the second page of 
the Cheat menu, highlight tbe 
word "Collect" and press A* To 
activate any other Hexen codes, 
you must first access the Cheat 
menu and go to the page on 
which it is listed* To turn off a 
cheat, access the menu and 
repeat the appropriate code* 


This ultimate cheat is iiidis|>cns* 
able on the higher levels of the 
game* Access the Cheat menu and 
pre^ left C, r^ht C an^ bottom C 
to become invincible* 




butcfKr 


Ybu must enter the Enable 
Cheet Menu code while the 
game is paused. 


Visit 


■4d1I1(CVS 
punk ttcinr 


For adventurers on a fight $ched« 
ule, we recommend the Visit 
cheat, which is really a st^e 
select option. Press left C, left C, 
right C, right C, bottom C and top 
C on the Cheat menu. 




To acciss the second page of 
the Cheat memt. highlight 
Collect end press A. 


mode iCtr 


iTsn 

Hncf'cr 

health 


To give all the players huge 
heads, go to the Title screen-and 
press top C, top C, bottom C, 
bottom C, left C; right C, left C, 
right C, B and A. Now- hokf Z 
and press Start. What the he^ 
have these guys been eating? 


Clippiag will allow you to walk 
through walls, but you wool be 
abla to pich up anything. 




Weapons & Mana 


Hidden All-Stars 


To arm yourself to the teeth, first 
access the Cheat menu and go to 
the second page of cheats* Now 
press right C, top C, bottom C and 
bottom C to activate the All 
Weapons cheat* This cheat will 
also give you a full supply of mys* 
tical blue ^d green Mana* 


Using the Control Pad and the L 
and R Buttms, go to the title 
screen and press Up, L, Up, L, 
Down, L, Down, L, Left, R, Right, 
R, Left, R, Right, R, B and A« Hold 
Z and press Start* This will 
enable six powerful All-Star 
teams in the Open Game and 
P*K* modes* 




This code wortcswdth any char- 
actar ’^different weapons to 
soe which fighter is right for you. 


If the coda is entered coirectly. 
the announcer wHI shout "What 
an incredible comebackr 
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Head Swap 


To perform a head swap opera- 
ffon on your fighters, go to the 
Character Select screM and high* 
light Al Rashid, press Start, Idgh- 
light Takeshi, press Start, highlight 
Kull, press Start, highlight Xiao, 
press Start, hi^l^ht Namira and 
press Start'N<fw seleci your char¬ 
acters M normel. This code 
doesn't work in Practice mode. 


To ^abje all of the special 
optTop^ withfliut completing the 
tridning leve^, press Z, D, A, the L 
Button,'A and Z. After you hear a 
voice-say, "Perfect," press-Staff. 


f IfU. niPMI MR 
nil.L MBiRliAR 


What in tha^? Something le 
defimtely eot right harel 


Pojo the Chick 


Pojo is one of the best (and funni¬ 
est) hidden character we've seen 
in a while. To acce^ him, first 
play a one- or two-player match 
as Taria. She must win the match 
and perform her Execution (stand 
two stq)s from your opponent, 
hold Strong Thrust for three sec¬ 
onds and release), which will turn 
your foe into a chicken. When 
you return to the Character Select 
screen, hi^light Taria and hold 
Start. Taria will change into Pojo 
the Chicken. While still holding 
the Start button,^ress the A 
Button to begin i match^ Hold 
Start until the match begins or 
youll revert to Taria. 


The ancient Incan chy of Machu 
Picchu serves>s the backdrop m 
this hidden arena. On the 
Character Select screen, high¬ 
light Namira, press Start, high¬ 
light Koyasha, press Start, high¬ 
light Taria and press^Storf. When 
you select your characters and 
start the match, youll be traitor 
ported automatically. ^ ' 


Hold Start until the match starts, 
or Po|o will rmrtto Ihria. 


Grandal calls Machu Picchu 
home. What secrets might lie 
among these ruins? 


Raciitv 


You cat aae Po^in one- and 
two'player matches, but not in 
Practice mote.V 


To challenge the speedy spectres 
of Mario Kart 64, complete Time 
Trial runs on Mario Raceway 
(1:30), Luigi Raceway (1:52), 
and Royal Raceway (2:40). If 
you meet or beat the times indi¬ 
cated, a special Counse Ghost 
will challenge you on your next 
run. Once a ghost appears, it 
will be saved to the game's 
memory automatically. You do 
not need a Controller Pak for 
this trick to work. The ghosts are 
tough to beat, but you can 
watch them for racing pointers. 


Fuzzy Slipper^^ 

To add fuz^i^unny slippers to 

all of your warriors' wardrobes, 

go to the Character Select screen ^. 

and highlight Rtgnar, press Start, 

highlight Dregan, press Start, ^ 

highlight Koy^a^a and press 

Start. Now chdhse your charac- - 

ters as normal.*'^ ^ ^ 




It you achieve certain tunes 
the namesekes of these 
trecks vrill chellenge you. 


Fuzzy footwear for everyonel 
But do they keep going, end 
going, end going? 


/o % 
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I Mario Kart 64 


ShoMout 


Everyone talks, about the Mario 

Raceway shortcut,.but we think 

this shortcut Is even more spec* 

tacular, just for the fact that you 

can shave your laps to ortly ttfnr 

seconds each.. It's' pbo^He to 

jump over the left'hand wall at 

the top of any of the four hills just 

past the Starting line. Climb up to 

the top of one of the hills and 

face the wall head*ohr.Accelerate 

toward the waft and jump just 

before you hit 1t. You'll bounce 

off the trail and then skip up and 

over it Though you should be 

going pretty fast, you don't have 

to be at top speed to make it over. 

If you make the jump, you can 

then jump back over the same 

wall. Make « wide turn to the left 

and aim for a spot just before (to 

the right 6^1he Starting line. This 

second jump'is a bit harder, since 

yoir won't have a hill to give you 

a boost When you land, turn left 

and cross the line to be credited 
• 

with a full {but very quick) lap! 


Wc were surprised that someone 
MS able to find this Irick in the 
first place! On yotu' first or sec- 
ond lap through D.K/$ Jungle 
Parkway, turn arodnd at the start¬ 
ing line and head into the cave. 
Once inside, tunr around and 
head toward the wall just to the 
loft of the exit Aint fost a bit to 
the left of the corner thafs stick¬ 
ing out from the wall (where the 
green and brown areas meet), 
jump just before you hit the wall. 
If you aim just right, you'll UW 
into a dark space. Lakitu will float 
by to pick you up and bring you 
back to the track, if he takes you 
back to the track at a point out¬ 
side the cave, the' trick didn't 
work. If he takes you back to the 
cave, head through the Finish line 
to advance to the next lap.. The 
key b>^Uiis trick is tanding in the 
corred spot in the daiic area. 
Unfortunately, since it's dark, 
there's no way to judge your posi¬ 
tion. If the trick doesn't worl^ try 
it again and puA Left or Right as 
you faW and sec what happens. 


Head toward the wall at a 
right angle and jump just 
bafoieyou hit it 


Aim jest to tha left^ the cor¬ 
ner near the exit oLihe cava. 


When yoa land, maka a wida 
turn ta the left and head back 
toward tha wall. 


It you hit tha wall la therqht 
spat, yoall fall intoadaik 
area. ^ 


Whan ^ maka tha second 
jump, aun just ta tha right of 
the start/finish line. 


Ybu cea usa this trick in tha^ 
Gread Prix and Vs. modes of 
thagama. < 


arjo 


KalamarlCut 


Random Team 


If you have a Super Star on your 
first or second around the 
desert, turn left at th« second 
train crossing. Activate'the star 
just before you enter the tiinnd. 
You'll advance to the h^'lap ip 
the middle of tite tubnel. At-.fhe 
exit, turn left to get Uid( on to th£ 
track. This trick m^s in the 

s ✓ 

Grand Prix and Vs. iiMKles. 


Lots of fighting games have ram | 
dom fighter code^ so why not h* 
sports game with a random l^nt | 
code? On the Team Select screen, i 
hold Up and press Turbo to Idihe: 
computer choose a team for you. 
Now you'll be able to prove that 
it's really your skill (anrf '^^ 
fiavorite team) thal'& llii^key to* 
your incredible Success. « , 






Keap an eye out for the train 
as you approach tha twtnel. 


If yotTre truly a tarror on the 
coort. you1l ha abla towur 
with almost any team • * 






lA Hans Time 

Hidden Pros 


NFL Quarterback Club '98 sets a 
brilliant new standard for 64-b{t 
sports games, and its- codes 
aren't too shabby,: either. To 
make every'' .t|uarterback a 
superstar, select the Enter Cheat 
menu and enter BRDWYNMTH 
as your cheat. What does the 
code stand for? It honors one of 
the all-time gridiron greats: 
"Broadway Joe Namath!" 


LTsIng'NBA Hang Time's PIN sys- 
tent, .ypij can access hidden pro 
pUyen tftat arc not on the regular 
team rosters, as well as duplicates 
of players that are. Just enter a 
player's and enter 0000 as 
his Pliy number at the start of a 
game. If you'd like a complete list 
of the ^vailnble players, check out 
Classified Information in Volume 
97. In the meantime, here are a 
few names to get you started: 
Malone,' Rodman, Chill, Ewing, 
Motumh, Pippen, Mourng, 
Stackh, .Kidd, Mursan, Ahrdwy, 
Elliott, Smits, Hgrant and Dream. 
Who's this "Dream" player? 
You'll fmd out! 


ilLMU 'IMTAMM 
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'UiiL«rrc| immio 
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Thischaat will anaura that 
all otyour QBsara Hall ot 
Fama matarial. 


Whaddva itiaan. ya got two 
Dennis Rodmans? Get outta 
hare^ 


fvni 

tfumr J 
nntx BMil 
nrtfB*; *' 
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ArUffPCBt 

A UllinB 
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If the rigors of pro football are a 
little too taxing for you, maybe 
you should try the pee wee vision 
of the game instead. Type in 
SMLMDGT on the Enter Cheat 
Acrecn to dirink all the players 
down to a less threatening size. If 
his voice b any clue, even die 
announcer will regress back to 
grade sdiool. 




Ybu can pair a pla^^r with his 
dona or sign him to anothar 
team as a tree agent 


A Hang-Time 


Just keep that up. you guya, 
and thara will ba no ica cream 
for you after the gamal 


Hidden Programmers 


We don't know if anyone on the 
Hang Time programming team 
ever came close to playing pro 
ball, but their video counterparts, 
at least, can slam and jam with 
the best of the NBA. To access 
various Midway staffers, enter 
their names and their correspond* 
ing PIN numbers at the start of a 
game. Once a^in, the complete 
list is in Volume 97, but here are a 
few names and numbers: Minife- 
6000, Munday*5432, Divita* 
0201, Marius'100!), Turmel*0322, 
)fer-0503, Mednik-6000, Nfunk* 
0101, Sno*0103, Patf*2000, Root* 
6000, |onhey-6000, Carlos*1010, 
Danicl*0604, Mortal*0004 and 
Komhat-0004. 


BeanpoieKSgde 


We don't know what the code is 
supposed to stand for, but its 
effects are pretty obvious. If you 
type in BBMNTBL on the Enter 
Cheat screen, your players will 
look like they're better suited to 
play basketball than football. 
They're performance, however, 
shouldn't be affected. Maybe 
they'll be able to see down the 
field better! 




Somahow. these guys dont 
look like professioeal basket 
ballpleyors. 




Have any at you guys thought 
about changing sporta? 


Who are thasa bums^ Say. 
they're not so bad, after alM 


\ 

Hm 
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• Rusll 


Wc couldn't r«ist printing these 
codes together! To make your 
playere- fumblc-prone, type in 
GTNH.MDS ("got no hands") on 
the Enter .Cheat .screen. To nuke 

^ s 
t 

things even worse, you cm mdke 
the field 4ippcry by fyping in 
SPRSLYD (sHp or slide^) on the 
Entier Cheat screen* Now sit back, 
punch a few buttons and watch 
the chaos! 


On the Car Select press 

and hold right C and leff C in 
that order. Release* iloth* Now 
press and hold left C and right C 
in that order to makc'^your rear 
tires bigger* For the ftcmt pair, 
press and hold left C and right C 
in that order* Release both* Now 
press and hold right C and left C 
in that order* 


All of e siiffilen, things will 
look mere like 6 Three 
Stooges movie thee e pro bell 
game! 


Tbt cen repeet eidier code to 
chenge your tires again. 


nbbt>ts Galo 


es to Mines 


Youll now have a much better 
chance of rescuing Mom, Dad 
and Mikcy from their metallic 
pursuers. Using the Control Pad, 
press Up, Up, Down, Down, Left, 
Right, Left, Right, left C, right C, 
loft C .md' right C on the Setup 
menu. Start a game as normal. 
You'll begin with 50 robots. 


To change all of the traffic cones to 
land mines, go to the Setup screen 
and press L, R, L, R, L- and R. 
A small traffic cone icon'will 
appear on the screen if you enter 
the code correctly Repeat the 
code to cancel it out 


1 , jatfti 


How meny levels cen 
through with 50 lives 


We knew driviiig in the cit 
could be dangerous, butth 
is ndiculoes! _' . 


If you }ust want to skip over the 
simple stages and head straight to 
the rough stuff, go to the Setup 
menu and press Down, Up, left C, 
Down, left C, right C, Down and 
right C. A stage selett'option will 
appear in the middle of the menu, 

m 

Use the G>ntn>i Pad to select a 
stage* Exit this screen and start 
your game as normal; VquII be 
able to start anywhere from Stage 
1 to Stage 200* 


If you're not prone to car sick¬ 
ness, maybe you can give this 
triclc a try* On the Setup screen, 
press Up, Right, Down, Left, 
Down, Right, Up and Left on the 
Control Pad* If you enter the code 
correctly, a pair of small arrows 
will appear on the screen* If you 
start a race, the game screen will 
now be flipped upside down* 
Remember that your steering wiH 
also be reversed! 


START At level 33 


Oely experienced robo-war^ 
riore need epply fer this job. 


No, fiol Not your left, my lefth^i 
(Hi, jest forget It! . 
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Rare 1-Ups 



Wham, oh where, has my lit* 
tie hippie van gone^ Oh 
where, oh where cen ha be? 


This trick allows you to play a 
game of tag with your cars. Start a 
two-pleyer practice game but hit 
abort (top O during the count¬ 
down* The tag game will now 
bi^n, wHh the clock set at five 
minutes. Player 2 will be "it" first. 
cFind and touch the other car to 
make K "K." If your timer Is run¬ 
ning, then you're "H." 


There are only two. 1-ups in Stap 
Fox 64. To find the firsts follow 
the default route' through 
Corneria to Gratiga. Perform a 
loop through his legs without 
touching him to make an Arwing 
Icon appear. To find the second 
1 -up, join your wingmen In a 
diamond formation (with you in 
the bottom position) near the 
end of Sector Y, 



htSector Y, if you have a ein^e 
laser, e Laser Upgrade will 
appear. II you have twin or 
hyper lasers, e 1-up will appear. 



ox 64 


Docking Bay 94 




There are only two 1-Ups in Star 
Fox 64. To find the first, follow the 
default route through Corneria to 
Granga. Perform a loop through 
his legs without touching him to 
make an Arwing icon appear. To 
find the 1-Up, join your 

wingmen in a diamond formation 
(with you jn the bottom position) 
near the end of Sector Y. 



This trick will replenish your 
shields end will evea repair 
damugad wings. 



Animated Antics 



For the best scene at Katiaa, 
destroy the enemy motharship 
without shooting aay friendlies. 


One of the best things about Star 
Fox 64 is its exciting cinema 
scenes. Depending on who you 
meet during the game, the scenes 
at the conclusion may change 
slightly. The scenes at the end of 
the Katina mission may also 
change, depending on whether 
you destroy the enemy saucer, 
whether you destroy any friendly 
ships, and, rf you do hit some 
friendlies, the number of them 
you shoot down. 





rv 
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In Expert mode, Fox will weor 
cool aviator glosses, just like 
his father's. 


To enable the Expert mode, you 
must earn a Medal in every stage. 
There are more enemies in Expert 
mode, and your shields will be 
weaken If you earn a Medal in 
Venom 2, you'll enable the 
Landmaster tank in Vs. mode. To 
enable the Rocket Launcher, cam 
a Mcdahn Venom 2, Expert mode. 


Drive 


To drive an AT-ST in the Battle of 
Hoth, first enter your name as 
"-Wampa-Stompa" (the hyphens 
are spaces) and set your controls 
U>-Traditional. Play the Battle of 
Hoth until the AT-STs appear. 
Press Left on the Control Pad and 
right C simultaneously, and then 
press Up. Scroll through the game 
views until you see an over-the- 
shoulder view of an AT-ST. 


Use the Control Ped to move 
the scout welker end to tire 
Its lesers. 







Super Mario 64 


A^Wainp^ 

To, f^vcoim; d Wampa^ use the 
name "-M^pa««Stompa^ and 
TredHional Controls. In Echo Base 
or Call S^ceport, press Left on 
Ihe Conftol:^ amt right C simul- 
ftmeotisiy, and then press Up. 
Scroll through' yoiir game views to 
find the Wampa view. 


'Ip In Hand 


This trick gives Mario two cap^. 
In Course 8, let yourself be 
attacked by the Brg Bird. Don't 
pick up your cap. V\^rp back and 
forth from the pond to the 
Cennon a few times. Jump onto 
the two-story building near the 
entrance. Get the Wing Cap. Fly 
back to your original cap and 
pick it up. Triple jump to take off. 


You cen uee this code in Echo 
Bese en Medhnn difficulty , 
only 


If thie trick decent mrk, exit 
the siege end try egain. 


Tetri sphere^ 

'Xines Game 


Be^itie A Trooyr 

This codp also requires the & 

'^-Wampa-Stompa'' name and 

Traditional Controls. To become I 

one of several types of trooper or I 

an assassin droid at random, press " 

Right on the Control Pad end right 

C simultaneously and then press 

Up* Now. Kroll through your 

game vie>^ Use thie code in Echo Bese 

Gdl Speceport Imperiel 
Freighter Suprose, Sewers 
and Xizor's ifelece. 


Like its namesake, Tetrisphere has 
been bringing many hours of puz¬ 
zling enjoyment to players ^ery- 
wjicrc. To try an interesting v^ria* 
tion of the Rt^ue game, first 
enter ''LINES'' on the New Name 
screen. Press OK to confirm. Now 
select the new "Lines" option. 
You'll be given instructions be^e 
the game begins. 


One greet pezzle game cer 
teiely deserves enotheri 


eirisphere 


Si Select 

On the New Name screen, press 
bottom C, right C and the L 
Button slmuleneously to make a 
new set of symbols appear. Enter 
^'Plenet, UFO, Rocket, Heart, 

Skull" as your name. Press OK to 
confirm. You'll now be able to use 
the Control Pad to select eny 

stap in Rescue, Hide end Seek Let% just hope that you d«il 
and Puzzle mode. (nte off more then you can 

chew! 


To access a hidden TIE fighter and 
X-WIng in the Skyhook Battle 
stage, first play through the battle 
until you reach the station itself. 
Peusc the game. Press and hold 
Left on the Control Pad, left C, 
bottom C, right C, L, R and Z. 
While holding these buttons, 
press Up and Down^ on the 
Control Stick to scroll through the 
ships. The controls arc tlie same 
for dl the spacecraft, but the X- 
Wing and TIE filters do notteve 
a cockpit view, and the TIE fi^- 
er is not equipped wth proton 
torpedoes. 


eiimjmM Fiarn i 
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SMOOS 7 m 


You ceaese fills trick cn eny dif 
ficulty laveL end yos dent heve 
to fulfill eny win cosdttiofls. 


This is Red Hverl'm going ini 



yOLUMB m 





Smlckbinosaur Hunt 


Turok: Dinosaur 


Dana's Code 


Type in DNCHN. on the Enter. 
Cheat screen. Dana's Code will 
make your enemies very small, 
but they'll be as'tough as they 
ever were. ^Oh, look at that cute 
little raptor! Come here, 
boyaaAAAARRCHr 


^ Turok: Dinosaur Hunter was one 
I of the hottest games of 1 997, and 
I it's fitting that it also had some of 
^ the best codes of the year. To 
enable the Big Cheat, first enter 
NTHCTHDGDCRTDTRK as your 
password on the Enter Cheat 
screen. Now go to the Cheat 
Menu and highlight any of the 
options and press Start to turn it 
on. The Big Cheat combines sev« 
eral cool options, including 
Warp, Invincibility, All Weapons, 
Spirit Mode, Big Heads, All Map 
and more. If you're serious about 
finishing the game in record time, 
this is the code for you! 


This cheat includes e stege 
eelectpption. 


Turok: Dinosaur Hun 


Thie cheat will reveal enemy 
locations on your map. Type in 
NSTHMNDNT on the Enter 
Cheat screen. Once this cheat is 
activated, turn on the Map func* 
tion by pressing L. Enemies will 
app^r as red arrows. Don't be 
confused by the purple arrow at 
the bottom of the screen, which 
h actually the compass. 


It's time for the big peybeck 
and thost merceneries had 
better watch outi 


urokt Dinosaur Hunter 


To perephrese Teddy 
Roosevelt. ‘'Walk softly and 
cerry e big, freaking gun!" 


Disco Dinos 


To enabte the Disco Mode, enter 
SNFFRR on the Enter Cheat 
screen. Once this cheat is activat¬ 
ed, most^ibf your enemies will 
dance in place. We've heard 
reports, however, of enemies that 
will act normally and attack. 


Divine 


This code activates a Cheat menu 
on the Options screen. Turn on 
your N64, and when the words, 
"Midway Presents War Cods" 
appear, press Right, Right, RighC 
B, B, A and A. Available cheats 
include a handicap option, a stage 
sSeIcct, a timer option and an Easy 
Fatality mode. In Easy Fatality 
mode, all Fatalities fw all charac¬ 
ters are executed with the same 
control sequence, which is High 
Punch, Low Punch, High Kick and 
Low Kick. 


rXj%nK 1 uia <. 

PLAVn 2 SKiLt 
iEVEt SELECT : OFF 

gazhe ttmER on 
EASY FAtALltY t OH 

Exit 


We give it en '*65" because it 
hes 0 good Letio beat end yoa 
cen dence to it! 


urok: Dinosaur Hunte 


Use the Control Ped, not the 
Control Stick, to enter the code 


Gallery 


To check out a cool gallery of fig¬ 
ures from the game, first enter 
THBST as your password on the 
Enter Cheat screen. «Once this 
cheat is activated, you can use the 
Control Stick and various buttons 
to rotate the enemy figures and 

Once you're dene in the Gallery zoom in and out. 

press Start to go back to the 
mein menu. 


mmmvs 


The Eesy Fetelity option cen 
turn enyoio into e pro tighter. 
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Wayne 6retzky*s SD.Hock^EV^ - 


CustoiAize Teams 





Wayne Gretzky's 3D 


^leyer' 


r MODIFY TEAMS 


ntntfrintitit 




Ybu can copy players only to 
your chosen teems, end tot 
from or btlwttt them 
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r MODIFY UAH$ 


MM 

* 

W 


Custom totms ceni be soved 
and wiM disappcer when you 
turnott yourgnme« 
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MODIFY TFANS 


AUAt IK 
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To moke more changes, lust 
reptet the code to return to 
the copy screen. 
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You cen hove a whole squed 
of Gretzkys, hut ihey can't 
ploy tor tha Rangers. 


This code allows you to copy 
players and create up to two 
custom teams. On the Options 
screen, hold the L Button and 
press bottom C twice, top- C 
twice, bottom C twice, right C 
twice and bottom C once. If you 
enter the code correctly, a 
strir^ of letters and numbers 
will appear along the bottom of 
the screen. Now go to the Team 
stats screen and press top C ten 
times. Two team names will 
appear. Use the Control Pad to 
highlight a team. Scroll through 
the lists and pick two teams to 
modify, with your first choice 
on top. Pr^s A. Your first 
choice team will appear on the,|a 
left side of the screen, a random ^ 
team on the right side. Press B 
to scroll through the teams on 
the right until you see a player 
you'd like to copy. Use the 
Control Pad to highlight a play¬ 
er on each team. The player on 
the left will be replaced by the 
one on the right. Press A to 
make the switch. When you're 
done copyir^ the players you 
want, press Start. Your second 
choice team will now appear on 
the left side of the screen, 
Repeat the copy process if you 
wish and then press Start to go 
back to the Team Stats screen. 
Your custom teams will now be 
available in the One-Player, 
Multiplayer and Seesoit Modes. 

If you want to make further 
changes, just reenter (be code 
to return to the Modify Teams 
screen. Custom teams can't be 
saved to a Controller Pak, and if 
you turn off your game, all the 
changes will be lost.' ' 


To make a player invisible, pause 
the game during the opening 
face-off and select Replay. Press 
the L or R Button to select anyone 
on the squad. As the player is 
flashing, press the.Z Button to 
make him disappear. If he doesn't 
disappear, just select him and 
press Z again. 


\ ^aaf 
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You won't he able tesee your 
pleyer, but his opponents mil 
react to him as eormat. 


M 


^ Wayne Gretzky's 3D Kocke^^ 

if 
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rrWj^sible Team 



Which way did they go? 
Which wey did they go? 


To make a team become tnvjsible, 
use the same trick os ab^«, but 
start with the last player in the 
lineup (usually the goalie^. When 
you press Z, the cursor wdl jump 
back to the Forward. Scl^ each 
team member in turn until ft^rc 
al gcMie. If the cursor crosses an 
invisible player, hell reappear, and 
you'll have to repeat the tri^ to 
make him vanish i^ain. 


^ Wayne Gretzky's 3D Hi 




Fight! 


To make tempers flare every few 
seconds, first pause the game. 
On the Options screen, highlight 
Fighting, hold the L Button and 
press the following C Buttons: 
Right, Left, Left Right, Down, 
Up, Up, Down, Left, Right, Right, 
Left, Right and Left. If the code is 
entered correctly, a line of 
zeroes will appear on the bottom 
of the screen. Now, nearly every 
time you hit or check an oppo¬ 
nent/ a fight will break out! 



Whefts pro hockey withealiB 
little meyhem, eh? 
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The Nintencio 64 Disk Drive* Zelda 64* Turok 2* With developments like these in the works^ 
1998 is shaping up to be a very promising year* But who knows what else 1998 will treat 
gamers to? Our Psychic Friends charge by the minute^ so we asked Taj, the genie from Diddy 
Kong Racing, to consult his Magic 64 Ball for some New Year's predictions. 


Otr^STieir 

Will we be seeing more of the 
surprise hit, Hervest Moon 
(releesed for the Supw^ NES in 
June '97)? 

War Gods IMey '97) was the first of 
the N64's true 3*D fighting gemea. 
Will It influence games in m98? 

Will GoldenEye 007 
lAug '97) elevate tfe first- 
person shooter to e new leval? 


NP% Wth anniversBry la the July 
and the magazine just celabratM 
Volume lOOlSept '97).Whetls next? 

In August, Tetrisphere turned e 
classic puzzle game into e 3-D 
geme. Will other 3-D puzzlers be 
coming soon for the N64? 

In October, Bandai releesed 
Temegotchi for Geme Boy. Will the 
Tamagotchi creze ever end? 

Will e certain blue elephant be the 
"next big thing" with movie deels, 
his very own game, and merch¬ 
andise like e tickla Me Taj doll? 

Do you know what the good-for- 
nothing Magu 64 Bell is doomed 
to become? 


vRtvictiiishr 
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'Titiwrstiii'riow 

Natsume will be making Harvest Moon for both Game Boy and NG4 Better yet, the 
RPC/sim will expose gamers to the secrets of developing a successful romance such es 
spending plenty of time with your mate, giving her gifts, and listening to her end stuff. 

Three words describe \MirGods' "emasng" and 'not very" I have seen the future of 
gammg, end no game will ever reec^ the new standard set by V\^r Gods^sort of like 
how no new music will ever dare to reach the minm-bopperific standard set by Hansoa 

Doom/Wolfenstein-style games will be based more on strategy, stealth and prob* 
lem-solving than just snooting everything in sight Moreovar, GoldenEyals success 
will help Pierce Brosnan win over younger audiences wholl foroive him for starring 
in that ^humans vs the evil volcano movie," Dante's Peak (Feb ^97) 

Tm astmkin' Magic 64 Ball, you idiotl I can ^wer only yes and no questions^l But 
herels whet's next: Volume 101,102,103,104,105 they usually go in numerical 
order, you numbskulll Hey, what are you doing?? Don't shake me upl \bu re m-mek' 
ingmeallb-b'bubblyl 

No doubt more 3'D puzzlers will follow suit, but only after a few failed attempts 
suc^as loop in e Cube, Dodecahadron 64, and Giant Wad o' Solitaire. 

Bendai will go to work on creehng its virtual pat for the N64 And sit tight for virtual 
pooper scoopers, virtual rabias shots, and virtual lamp shade things that you put on 
your virtual pets virtuel head so it doesn't virtually chomp away at its virtual wounds. 

"Whet the? Hevl Is this some kind of Sony Ball or aomething^?^ This stupid thing 
must be broken!" (shake, shake, shake) 


Bowling bell 


year, another fad. 

or* diir piwdictiMx# for whctl'# ffCT 

m 

2VD 

Mutti'player matches 
Top Gear Rally's milk truck 
Wrestling on the N64 
Wizpig 

Dnimstid( the rooster 
Racing games 
Turok 

The correct pronunciation: "Blast Core!! 

Wayne Gretzky's 3*D Hockey'98 (or anythinx mdina in m . 

DK Mode in GoldenEye 007 _ 

Zelda 64 *=_ 


and what'f for 1993. 

Ctrl' 

2rD 

Taking bims playing against the CPU 
Cruis'n USA-'s school bus 
Wrestling on pay-per-view 
Babe. 

Kenny Rogers Roasters. 

Lots of racing games 
Kevin SoiIk) 

Ihejiuspronunciation: "Blast Corpse" 1 

Wiyjie Gretzky's 3-D Hockey (or anytfains ending in'sn 
enemies wHb short arms and normal size noggins 
Final Fantasy VII 
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Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 

From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 

Either by donating classic magazines, scanning, editing or distributing them, 

visit us at http://www.retromags.com 


Wo ere onfy intereatod In preserving dasslo magsz:.':^:, 

thet ore ^ hast S years out of print 

We have no desire or krtenthn to profit from these In any way. 

So please. If you come aorosa people trying to aeH these rehash, doni support them! 


TharM You and ENJOY! 



